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DESTROY ALL YOU WANT. WE'LL MARE MORE. 






Tread not where you are unwanted. Or pay the ultimate price. If sheer numbers are not your 
opponents of unfathomable strength surely will be. 


© Lucasfilm Ltd & TM. All rights reserved. Used under authorization. PlayStation and the PlayStation logo are registered trademarks of Sony Computer Entertainment Inc. 
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STAR. WARS. 


downfall, alien creatures and mysterious 


But, wise Jedi, the choice is yours. Enter at your own risk. JEDIPOWER BATTLES 


jedipowerbattles.lucasarts.com. 
www.starwars.com 
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| > | n March 4th, Son 
SEART ~ [emma officially took over 
the next-generation console race. l'm 
not trying to dismiss Sega, but at the rate the 
PS2 is selling, it should surpass the number of 
Dreamcast's sold in Japan in just a few short months. 
Even in a worst-case scenario for Sony, PS2 
will beat Dreamcasts' numbers easily by 
the end of the year, like it or not. 

However, despite the console's 
amazing early success, the launch itself is 
receiving mixed reviews. Ridge Racer V is 
great (albeit a little rough around the 





of a horizontal guy, 
or the tower type? 


MISSION IMPOSSIBLE 
BRING BACK FIVE PSZS 


MONTH'S 
Ё 

i үе take pride in having quality orig- 
ый inal artwork, to present our mag- 
azine at the highest possible level. 

| This month we deviated from our 
normal comic-book style. We wanted | 
to really get across how good wrestling 
games are going to look on the PS2, 
something that we just couldn't get 
across in an illustration. So we hooked 
up with the developers of WCW 2000 
10 create this awesome original image 
of Goldberg. Man, as super-huge 


rasslin' fans, we really can't wait to get 
our hands on this game! 

























edges), and Street Fighter EX3 is fine, but the rest of 
the lineup... Well, at least there are some games in 
there that the Japanese might enjoy. This so-so soft- 
ware lineup has caused an uproar on the ‘net, with 
every self-appointed PS2 “expert” trashing the system 
for its lack of breakthrough games, and the pop-in and 
slowdown glitches that snuck into RRV and SFEX3. 
These critics are seriously overacting. What 
they have to remember is that every console launch 
is rushed, and we always have to wait for the second 
wave of games to see what the system is truly capa- 
ble of. Besides, Ridge Racer V is awesome! Even 
with some minor рор-іп, it's easily the best-looking 
racing game I've ever seen, and one of the best-play- 
ing, too. And while Street Fighter EX3 is no Tekken 
Tag when it comes to graphics, I've been having a 
blast playing that, too. Isn't that what counts — fun? 

As | write this, Dead or Alive 2 and Tekken Tag 
are just a couple weeks away. It looks like there will 
be plenty of top titles to keep my PS2 busy, so l'm 
not going to waste any time complaining. :-) 





-CHRIS SLATE, 
EDITOR-IN-CHIEF 
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oal is to feed your p 


That means doing whatever it takes to give 
you the information you need. With any luck, we'll even 





make you smil times... Thanks for joining us 


kes: All types of games 

lobbies: Comics, hoops, J-Pop 
‘coolest PS2 surprise? |: 

smells so nice! There's nothing | 
like that “new console smell” 
It smells like... victory! (Sniff!) 
Whoa, stop spinning the room! | 


‘Likes: Racing, Simulations 
Hobbies: Models, DJing 
Coolest PS2 surprise? | can't 
believe how great this thing 
sounds! | can't wait to get 
“Some cool new music games 
running on this thing. 


Likes: Shooters, Racing, Platform | 
Hobbies: Pro Wrestling, Movies | 
Coolest PS2 surprise? The | 
moment that 1 discovered that the | 
. PS2, like myself, is а cold, calculat- | 
ig machine that loves playing 


Еш. 
DONOHUE 
Managing Editor 






| Coolest PS2 surprise? The 


| wash my dishes at the same 
| time, That frees up my time so | 


| Likes: Action, Racing. 

| Hobbies: Moving House. 
| Coolest PS2 surprise? Наз to be 
| those cool blue and green lights on 
| the front of the machine. Every tim 


| WEEKS! Hey, in Akihabara, it's all 
| who you know, tomodachi! 






















Likes: Racing games & RPGs 
Hobbies: PlayStation2 








fact that it can do my laundry and 


can play even more games. 













| look over to the machine and see 
those little guys, | feel warm all over. 


Likes: Every kind of game! 
Hobbies: Videogames 
Coolest PS2 surprise? 
Surprised? How could | be sur 
prised? l've had my PS2 for 
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WANG Designer 
Art Director 


What he does: 


Coolest PS2 surprise? 





Gary's Quote of the Month: 













All males are dead. 
All females are enslaved by vicious aliens. 
Against all odds, the Unified Babe Resistance 
has formed, and right now they need a hero. 
There's only one man from Earth's past 
that's big enough for the joh—Duke Nukem. 





New Duke Nukem™ game, 
only for the PlayStation® game console! 


b Immersive 3rd-person 
, shoot'em-up action! 
4 14 unique missions, 
77 loaded with secrets! 


Auto-targeting and 
"automatic" simple actions! 


Over 30 in-game cinematics. 
Unlockable "bloopers"! 


6 151-регѕоп 2-player multiplayer maps. 
3 split-screen modes! 


Rescue babes and terminate 
over 20 different enemies! 


Features music by Static X 
(courtesy of Warner Bros. Records?)! 


Supports DUALSHOCK™ analog controller! 
INNOVATIVE EGO SYSTEM for Duke! 


Use Duke's Jetpack, Infrared Goggles, 
Gas Mask and Shades Operating System! 


Sniper Rifle, Flame Thrower, 
Pipe Bombs and 15 other kick-ass weapons! 


One million babes. One Duke. Any questions? 


4*4 49454594545 94B5 2459352352255 
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Spiderman 
pg. B2 


Since we last previewed Spiderman two issues ago, 
Activision has left us with a playable version of the 
game. From what we've seen so far, it looks like fans of 
our meek super-hero have something to shout about this 
time around. Your friendly neighborhood Spiderman is 
hanging out on page 62! 





Star Trek: Invasion = pg. 69 


Intense, deep space dogfighting isn't something you'd normally associate 
with the Star Trek universe, but it nevertheless serves as the premise for the 
first PlayStation game based on the classic sci-fi series. And who better to 
boldly go where no one has gone before than the original ereators of Colony 
Wars? Beam up to page 69 on the double! 








Wild Arms 2: 
Second Ignition 


pg. 72 


The original Wild 

Arms centered 
around the struggles 

of a heroic trio against an 
impending doom. Now gamers 99 
are again met by the three adven- 
turers: Ashley Winchester, Riruka 
Eleniak, and Brad Evans. The land of 
Filgaia is headed for an uncertain 
fate, and once again, it's up to Y 
Ashley, Riruka and Brad to save 
the world. You can join their 
heroic quest on page 72! 












PlayStation Magazine 






> pgs. 20,48 —а 


Тһе WCW is heading 
for the PS2 and the 
PlayStation, and 
we've got all kinds of 
info! Check out our 
killer interview 


with the game's 
producers on 
page 20 and 
then catch our 
intense 

preview on 


page 48! 
ке 


Arc The Lad Collection ^; 
pg. 73 


One of the most overlooked RPG series to never 
make it across the Pacific has finally received its 
due. Working Designs is currently working on a 
translation of all three of the Arc the Lad titles 
in order to release the trio as a 
complete package by year's end 
RPG fans, the rejoicing begins 
on page 75! 


















à | the best dirt on tomorrow's hottest games 


> Arc The Lad Соіесіїоп............................................... 
> Covert Ops: Nuclear Dawn 
> Mr. Driller/Army Men: World Маг... 
> Rayman 2/Sammy Sosa's 

High Heat Baseball 2001...................................... 
> Speedball 2100/X-Men: Mutant Academy... 
> Spider-Man 
> Star Trek: Invasion... 
> Strider 2... 
> Wild Arms 2: Second Ignition 



























tide junkies > p 54 == 
The latest codes for all you addicts 
> » pg [07 = 
You've got questions, we've got answers 
P пик UDe на »- pg. 102 ~ 
b Fan Art.. 


» pn || а 


A sneak-peek at what's gonna be hot for next month 








NOW THAT I 
HAVE MY Р$2, YOU 
ALL WANT TO BE MY 
FRIEND! YOU CAN 
CHECK IT OLIT ON 
PAGE 39! 










NHL Rock The Віпк...... 
ae Rayman 2°... aen 

_ Army Men: Sarge's Heroes e Runabout 2 . . рд 
Army Men: World War. . Speedball 2100 ......... 
Covert Ops: Nuclear Dawn Bat Spider-Man ............ 
saders Of M&M...... Star Trek: Invasion ....... 
TO. Street SkBer 2% a 

Superbike 2000 . 
Syphon Filter 2. . - pg. 

Wild Arms 2: 2nd Ignition . ра. 7: 
X-Men: Mutant Academy . pg 







igh Heat Baseball 2001 . dm 
ROSE AVR ITO pg. 32 


pg. 64 













Frant Missinn 3 
> pg. 88 = 


Front Mission Ill is a massive- 
ly huge game with 85 
stages! With this strategy, 
there is no way you can 
lose and you definitely 
won't miss a thing! So 
head on over to page 

88 right away! 


























We've got the most detailed 
strategy on Syphon Filter 2 that you 
will ever see! We tried to pack as much 
of the important information in as we 
could, including maps and combat tips. You 
can start improving your aim over on page 78! 


STEAUY... STEADY... 
DON'T JERK THE 
TRIGGER... SQUEEZE IT 
SLOOOOWLY... MAN, IT'S 
TOUGH WINNING A TEDDY, 
BEAR THESE DAYS! 











| , е 300 Company. All Rights Reserved. 300, Army Men, World War, Real Combat. Plastic Меп., 
E : respective logos, are trademarks and/or service marks of The 300 Company in the U.S. and other countries 
j PlayStation ” Чоп and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 

| one 'ademarks belong to their respective owners. 









WWil-based tactical action with 
20 missions covering 6 terrains. 











4 All-new game engine vividly 
recreates the pain of battle. 


Edna? How’d you 
get this number? 
No! I can’t talk 

right now...we're 
about to launch a 
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page 40. You'll find е fou could possibly 
е the lines, buy the sys- want to know about th 5 operation, plus in- 
t beast through its paces in depth play tests of the ames and sizzling hot 
i sneak previews of ni the way, It's defi- 
nitely not to miss, 50 





opped playing since get- 















First Look: Tony Hawk 2 
Tons of new features revealed! 


Ea roving that there's still a lot to get excited about on the 
current PlayStation in 2000, Activision has officially 
"Us TER MANUAL s j announced Tony Hawk's Pro Skater 2 for release this fall. Once 
РТА 3. 90 again developed by Neversoft Entertainment, the game promis- 
es loads of additions and enhancements to last year's supreme 
A Tony Haw Pro Skater 2 will feature new locales to skate 4 Neversoft it also beefing up the game's skater roster. You'll skateboarding masterwork. 
in, such as New York City and Rio de Janeiro. even be able to create your own character from the ground up. In addition to refined physics and control, you can look for- 
ward to more tricks and combinations, new grinds, inverts, and 
grabs, plus lip and nollie tricks. Customization will also play a 
major role in this sequel, thanks to the inclusion of full skatepark 
and skater customization features. You'll be able to edit 
skateparks in real-time 3D and save them to memory card, plus 
modify your skater's appearance, trick sets, and clothing, or even 
create an entirely new one from scratch. 

Neversoft is also planning a competition mode that'll let you 
go up against seven opponents in a judged skate competition, 
and undisclosed enhancements are being made the first 
E ыс E d game's various two-player modes as well. Several mini-games 
wens ee spe ae 3 are in the works too, and for you show-offs out there, so is a 
full replay feature. 


A 








А. Expect loads of new tricks, combos, and gameplay refine- 4 The player select screen shows how much more in-depth this : А 
ments, not їо mention better graphics. Соп it get апу better? sequel will be — each skater has at least six new attributes. Expect more on this one next issue, folks. 





| COMPANY Бізге 
RELEASE DATE, 


Available Now _ 
PRICE. $49.99 




















1. To Enter: No purchase necessary. Only one entry per person, please. Anyone submitting more than one entry 
will be disqualified. To enter for your chance to be one of thirty six (36) winners in the PSM Die Hard Trilogy 2 
Sweepstakes: Complete the entry found in the May 2000 issues of PSM and mail to "Die Hard Trilogy 2 
Sweepstakes," c/o FOX INTERACTIVE, PO Box 900, Beverly Hills, CA 90213-0900 . Or, 
send a 3 х 5 card with your name, address, city, sale, zip code, daytime phone number ond oge and mail to: 
"Die Hord Trilogy 2 Sweepstakes," c/o FOX INTERACTIVE, PO Вох 900, Beverly Hills, СА 
90213-0900. All mail entries must be received by June 1, 2000. Sponsors assume no responsi bility for lost, 
late, damaged, misdirected, illegible, incomplete or postogedue mail. Photocopies, facsimiles and other repro- 
ductions will not be accepted. No facsimile or mechanically reproduced entries allowed. All entries become the 
property of the sponsor and will not Бе returned. 





2. Prizes: Grand Prize (1) Die Hard Trilogy Il PlayStation Game, Die Hard Trilogy I Strategy Guide, Die Hard 
Trilogy DVDs, Die Нога Trilogy Videos, Case of Whoop Ass, Jones Soda Jacket, Jones Soda TShirt, Jones Soda 
Beanie and a Namco GunCon: Approximate retail value: $300. First Prize |10) Die Hard Trilogy II PlayStation 
Game, Die Hard Trilogy ll Strategy Guide, Die Hard Trilogy DVDs, Case of Whoop Ass, Jones Soda TShirt; 
Approximate retail volue: $150, Runnersup (25) Die Hard Trilogy | PlayStation Game and a Case of Whoop 
‚ Assi. Approximate retail value: $57. АП prizes will be awarded 








3. Judging: All hi six winners willbe determined în a random drawing from all eligible entries received on or 
about June 1, 2000 by FOX INTERACTIVE, whose decisions will be final in all matters related to this sweep- 
stokes. Judges reserve the exclusive right to interpret all conditions in regard to this promotion without claim for 
damage or recourse of any kind. By participating in the sweepstakes, entrants agree to be bound by the rules 
and the decisions of the judges that shall be final. Odds of winning depend on the total number of eligible entries 
received, All winners will be notified by mail. Grand prize and Firstplace winners may be required to sign and 
return an affidavit of eligibility and liability release within 21 days of notification. IF the affidavit is not returned 
within the given lime period properly executed, or is returned from the post office as undeliverable, an alternate 
wiñner will be chosen. If the Grand Prize and First place winners are under the age of 18, a parent or legal 
guardian must also sign and provide their social security number on the Affidavit of Eligibility /Release of Liability 
& Publicity. Except where prohibited, acceptance of a prize constitutes winner's consent to use his/her name, like- 
ness and biographical data for advertising and promotional purposes without additional compensation, 








4. General Conditions: Sweepstakes is open to all US residents except employees of Imagine Media, Fox 
Interactive, and their affiliates, subsidiaries, soles representatives, distributors, retailers, advertising and promo- 
tional agencies, and the immediate famili All federal, state, and local laws apply. Prizes ore потоп 
ferable and may not be substituted. If a prize Becomes unavailable sponsors reserve һө ight o subsuls prizes 
for those of equal or greater value. All taxes on prizes are winners sole responsibly. By accepting a prize, win- 
ners agree that all prizes are awarded on the condition that Imagine Media, Fox Inte heir agents, repre- 
sentatives and employees will have по liability whatsoever for any injuries, losses, or damages of any kind result- 
ing Кот acceptance, possession, or use of a prize. Winners further acknowledge that soid parties have neither 
made nor ore in any manne! ble or liable for any warranty, representation, or guarantee expressed ог 
implied in fact or in law or, relative to any prize, including but not limited to, its quality, mechanical conditions or 
fitness, Void where prohibited by low. 




















5. For a list of winners, available after July 1, 2000, send an БАЗЕ, o "Die Hard Trilogy 2 Sweepstakes 
Winners lis," с/о FOX INTERACTIVE, PO Box 900, Beverly Hills, CA 90213-0900 


6. For a complete list of rules, send a S.A.S.E. to: "Die Hard Trilogy 2 Sweepstakes Rules," с/о of FOX INTER- 
ACTIVE, PO Box 900, Beverly Hills, CA 90213-0900 


Final Fantasy and Tomb 
Raider Movie Update 


Hot new details on next year’s big videogame films 


hile the long-awaited Resident Evil feature film remains 

mired in delays and secrecy, it's a different story alto- 
gether for the silver screen treatments of Final Fantasy and 
Tomb Raider. 


Several months after announcing the voice talent roster for its 
completely CG science fiction epic, which includes the likes of 
Ving Rhames and Alec Baldwin, Square Pictures recently opened 
an official website for Final Fantasy: The Movie at www.inalfan- 
tasy.com. In addition to two short, but nonetheless breathtaking 
teaser trailers, the site contains production drawings and the first 
bit of backstory on the film. According to Square, the plot unfolds 
on a ravaged Earth in the year 2065, and follows the last rem- 
nants of mankind as they search for the meaning to love, life, and 
heart in an overly scientific world where life has been reduced to 
a form of energy. 

New rumblings concerning Tomb Raider: The Movie could 
also been heard emanating from the Hollywood rumor mill this 
month. Respected movie trade paper Daily Variety reported that 
Girl, Interrupted co-star Angelina Jolie is close to signing on to 
play Lara Croft in the film. When contacted by PSM, Eidos 
Interactive offered a "no comment’ on the news. Word is also 
making the rounds that principle photography on the movie will 
begin soon at London's Pinewood studios (which also hosted 
shoots on The Phantom Menace) and that Simon West (Con Air) 
has been signed on to direct 

Both films are scheduled to hit theaters during summer 2001, 
and we'll have the latest news on them as it breaks. 


game, Activision is working on a | 
second. game or PlayStation based 
g ig Marvel comic 
series and upcoming feature film. 
Specific details оп the бате have 
not been announced, but it is 
rumored to be a 30 action/ 
adventure title based on the Spider- 
Man engine. 












































Be There's more covert action on 
the way from Red Storm. The devel- 
oper has announced plans to pro- 
duce a PlayStation version of Rogue 
Spear, the sequel to its anti-terrorist 
team "simulator" Rainbow Six. Look 
for the game to remain more faithful 
to the PC version's planning and 
teamwork elements that its prede- 


cessor, and to hit shelves 
by the end of P 
November. 


4 We'd have to agree with Eidos on this 
choice — Angelina Jolie's not only a hottie, 
she's the spitting image of Lara. 


АЎ Square has paired talented animators with cutting-edge supercomputers to create characters and environments that 


look nearly in 








able from real life. The result looks awesome! 
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You want more than the latest headlines—you want the dirt, 


24 LJ ГҮЛ П T EX the inside scoop on what's really going on with the PlayStation. 


Look no further, because PSM always has its ear to the wall... 





ow here's a weird rumor. According to those "in the know", LucasArts has 
been negotiating with Activision for quite some time to license the 
Vigilante 8: Second Offense engine. What for? A car combat-style game based in 
the Star Wars universe! dad 
As strange as this may sound, the game is evidently well into development for mgp g 
the current PlayStation (and possibly PlayStation2) and may surface in some form 
аз early as this year's ЕЗ expo. Admittedly, there really aren't a whole lot of land- 
based vehicles from the Phantom Menace to round out an entire game, so chances 
are good that the game may include some classic rides (such as Luke's land- 
speeder and the lumbering Jawa carrier, perhaps?) for good measure. Heck, it may 4 
even offer a sneak peek at some of the high-tech goodies from Episode ll, but don't g = 
get your hopes up too high. ig 








ust when you thought A Who wil ploy. Vibe 
Miss Croft had completed movie be about? No one can 
| her final adventure on PlayStation, зау (yet), but rumor has it that the 
~" tie-in game is already in the works! 
| up pops a new rumor concerning 
_ the possibility of a fifth game in the 
| series — and it isn't for PlayStation2. According to recent rumblings, Eidos and Core 
are secretly developing a game based on the upcoming Tomb Raider movie, which is 
expected to hit theaters this summer. 

Said to be based on the same engine as Tomb Raider: The Last Revelation, the 
game is obviously expected to follow the characters and events featured in the motion 

+ picture to the letter, апа may boast a redesigned Lara that more accurately reflects her 
' silver screen persona. 

Neither Eidos nor Core will confirm the game's existence, but both are already 
known to be collaborating on the next generation Tomb Raider adventures for 
PlayStation2. Given the enormous draw that movie tie-in games have been able to 
generate in recent years, however, we definitely wouldn't count this one out just yet. 
We'll have the latest on this juicy rumor as it develops! 








game? Stranger things have happened. 








here's yet another sequel rumor to report this 


emember the old four-player Simpsons arcade month, this one having to do with one of 


game from Konami? It was just one of many 
videogames based on the classic Fox animated series, 
and according to recent rumors, it won't be the last 

Fox Interactive is said to be developing at least one 
new action-oriented game based on The Simpsons for 
release on PlayStation within the year, with the chance 
that a second game is also in development. The game 
(or games) will reportedly be debuted at the ЕЗ expo in 
Los Angeles, where there may also be some word on а 
possible PlayStation2 outing for Homer, Marge, Bart, 
and the gang. 





% clewelens v 
Konami's 

Simpsons 
arcade 

ате was 
loads of fun 
— let's hope 
| we get 
somethii 
| similar d 
| PlayStation. 





= idos delivered one of 

the years best 
adventure games in Fear 
Effect, and now word has it that 
work on the inevitable sequel is 
already underway at developer 
Kronos. But what systems can we 
expect it on? It looks to be good news 
all around. 

As it stands, the rumor is that 
Fear Effect 2 will appear on both the 
current PlayStation and PlayStation2, 
although it's a safe bet to expect the 
latter version to appear a good while 
after its 32-bit counterpart. Also, as can 
be expected, there's been absolutely 
nothing said concerning the game's plot 
or characters, but we'll be certain to keep 
you updated with the latest. 


> Fear Effect offered up a challenging 
adventure, and now the requisite sequel is 
rumored to be underway, 








PlayStation's biggest 3D adventures and one of the 
most epic vampire sagas ever to hit videogames. We 
are, of course, talking about Legacy of Kain. 

Now that work has wrapped up on the Dreamcast 
port of its sequel, Soul Reaver, word has begun to 
make the rounds that a third game in the popular 
series has entered into development, albeit still very 
early on. Eidos has already hinted that a new chapter 
inthe Kain saga would likely arrive on PlayStation2, but 
our sources indicate that the current PlayStation isn't 
being left out of its plans either. 

Legacy of Kain 3 could potentially be 
one of the biggest titles released on 
PlayStation during its impending 
twilight years, and may be unveiled 
(in some form) at ЕЗ. If it is, we'll be Ч 
there to bring you confirmation 
and any details. 









> You just can't 
keep a good vam- 
pire down. 











MORE POWERFUL WEAPONS. — 
EXERCISE YOUR TRIGGER FINGER WITH THE STANDARD ISSUES LIKE THE TASER. ; ! 


M-16 AND THE NIGHTVISION SNIPER RIFLE, AS WELL AS NEW WEAPONS LIKE THE - 
TEAR GAS LAUNCHER, CROSSBOW, COMBAT KNIFE. RAPID FIRE SHOTGUN AND MORE. 











ACTION-PACKED, SHODT-FIRST-ASK-QUESTIONS- LATER MISSION. WITH MORE WEAPONS, MORE THAN 20 EW INT 
| LEVELS AND 20 TWO-PLAYER DEATHMATCH ARENAS. PLUS, YOU CAN PLAY AS GABE OR LIAN XING-ON DIFFERENT LEVELS, 
WHAT'S MORE, THIS BIGGER AND BADDER 2-DISC SET DELIVERS A PLOT- TWISTING STORYLINE THAT WILL HAVE YOU 
BELIEVING NOTHING, AND TRUSTING NO ONE. SO LOCK AND LOAD, SOLDIER: BECAUSE GABE IS BACK TO KICK ASS AND 

TAKE NAMES. ON SECOND THOUGHT; SCREW THE NAMES. 


-—— БЕ | Er. NEW LEVELS. 








BLAST YOUR WAY THROUGH MORE THAN 20 EXPANSIVE NEW LEVELS INCLUDING THE COLORADO TRAIN RIDE, è 
VOLKOV PARK, BIOLAB ESCAPE, MOSCOW DISCO AND NEW YORK SLUMS. 
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Animated Blood 
Animated Violence 





BY GAMERS, FON GAMERS.“ 





CHUCK OSIEJA: I'm Chuck Osieja, and 
l'm the senior producer for WCW on the 
PS2. lan Verchere is the producer for the 
PS N64 and Gary Lam is the producer 
working on the PS N64 and PS2. We 
Work as a team environment here, so 
although l'm responsible for the PS2, 
both Gary and lan and all the production 
staff has worked on the design and 
some of the elements that we're work- 
ing on as sort of a collective because 
some of the things that we're working 
on for PS2 we're also doing in the PS 
version and vice versa. Gary is responsi- 
ble for all the speech that we did last 
year. So he's handling the speech, some 
of the speech for both the PS and also 
the PS2 as well. So for accounting pur- 
poses we have titles, and for account- 
ability we have specific products that 
we're associated with. 








PSM: That makes the most sense 
because if you're all working on the 
same game, then you can pool your 
resources and your skills. 

CO: Yeah, it makes a lot of sense. There 
are certain things that we're going to do 
for the PS2 that only the PS2 сап do. But 
there are a lot of basic elements of com- 
monality between the PS and the PS2, 
and it doesn’t really — it's not really plat- 
form specific. 


IV: The trick is to know when 
to differentiate your 7. 
product, like when to 4 
tool up and build a 
first-generation 
engine for a brand 
new platform. Our 
challenge is to figure 
out a way to 
make 5 

















wrestling interesting at the very tail 
end of an existing product line. So 
we're smart enough to know what the 
deltas are between all these projects. 
We're not going to sell our consumers 
short by giving them this kind of medi- 
um thing which doesn't cater to each 
Specific console. 


PSM: Right. 

IV: Like you say, here's what we need to 
do to make our game great for what 
we're doing. You're not going to get sev- 
enty-five hundred polygon characters 
with facial animation on PlayStation. So 
that enables us to focus our efforts on 
something else. 


CO: We don't want the PS2 to be limit- 
ed by what the PS can do and vice 
versa. Other companies tend to make a 
product and say, we're making it for the 
PS, and then we'll port it to a 
Dreamcast or we'll port it to a PS2, and 
all we'll do is give it better graphics or a 
little higher poly models. What we're 
trying to do is create a core experience 
that works best on the target platform, 
but keep common elements that we 
can re-use for both. 


IV: When it's appropriate, we'll use 
them. | always use the analogy of if you 
type out a sentence on а piece of paper 
and then blow it up on the photocopier, 
it just gets worse and worse and worse 
and worse. 


ALL: Yeah. 


IV: It's better to start off big and 
drill down. 


CO: | guess the funny 
thing is that | think 
we're actually going 
to give [readers] a 
reason to buy 


4 Goldberg is 
only one fan 
favorite who's 
” scheduled to 
P appear in WCW 
2000. Very cool... 


both the PlayStatiòn game and the 
PlayStation 2 game because. they're 
going to be similar experiences, but with 
very different content. For example, 
since our models are such high polys 
(7500), we have to do fewer of them. So 
we're shooting for twenty-five models, 
twenty-five characters in the game with 
four variations of each. So you'll have 
Norman Smiley with, you know, his riot 
gear, and Norman Smiley with his goalie 
uniform on or his baseball uniform on, or 
his football uniform. On the other hand, 
PS, is going to have... , 





GL: ...a create а wrestler model. So we 
have seven unique geometries. 
Consider having the unique geometry 





"EVERYTHING WITHIN 
THESE ENVIRONMENTS 
15 BUILT TO ве 
INTERACTED WITH: 





.for every single wrestler, right? We're 
going to have a set of geometries that 
can be mapped with a huge variety of 
texture maps. So while the actual geom- 
etry is less, it gives you an exponential 
increase in the number of wrestlers and 
possibilities in costumes and stuff that 
you cari have. 


IV: So now the WCW characters are a 
part of the create a wrestler universe. 
So you can edit Sting, you can edit 
Goldberg and do all that sort of stuff. 


The Environments 

CO: The screenshots we're giving you 
should sort of give you an idea of the 
environment that we're shooting for in 
the end.product this year. One of the 
main rooms were working on is a locker 
room. The idea is that you would fight 
within the locker room environment, 
and you'd be able to interact with the 
benches and tables. So you can actually 
"climb up on those. So if you were to 
jump from there onto a guy laying on top 
of the bench, it would break into two, 
and now that's two separate objects. So 


May 2000 
нтте: //wuwsDAILYRADAR.com 





what we've done is we've created 
object sizes that are uniform, so every- 
thing within the world will conform to 
about eight different object sizes. And 
that way we can actually create stuff like 
a table that breaks into two pieces. Then 
you can pick them up and use them on 
people. So the idea is that you would 
fight within this environment, and then 
everything, every one of these lockers 
could potentially have a weapon or a 
power-up of some sort inside. If | take 
lan and | throw him against this TV... 


IV: Which he does. 


CO: ...the TV breaks, and there's poten- 
tial to be а weapon or a power-up or 


Ж 
Grab а lead pipe, a chair, a steel barrel, 
а urinal (a urinal?), whatever you can! 
Many of the items in the environments will 
be usable as weapons. 








something inside of that TV. Plus your 
environment changes. The idea is that 
you can walk out and it's completely dif- 
ferent because of your interaction with 
the environment. You could break 
through this wall, move into the bath- 
room area, and now you can fight in 
either area. And now you can pull the 
towel dispenser off the wall or the first 
aid kit off the wall, or bust into each one 
of the stalls and pull a urinal off the wall 
and smash your opponent over the head 
with it. Everything within these environ- 
ments is built to be interacted with. 


PSM: So will there be button that 
allows you to lay an opponent on a 
table or other flat surface or there 
might be one that's meant to just 
slam them into something: 

CO: Yeah, it's all situation specific. If | 
need to put a guy up on here, what we 
normally did last year is when we are 
within the context-sensitive area, when 2 
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ae a button I'd pick him up and put him 
up on that. So if | can interact with this 
table, and | hit, say, the X button, l'Il lift 
you up and put you on the table. Okay? 
| could put you up there, beat on you, 
climb up, do a turnbuckle move on you, 
and then continue on. So it is going to 
be area-sensitive. If | go up to this, | can 
either climb up onto it, or | can pick it up 
and use it as a weapon. So there are 
there are variations to whether or not 
something is used as an object or it's 
used as a weapon. 


PSM: What types of weapons will 
you be seeing in the finished games? 
CO: You name it, we pretty much have 
it. We have square plastic garbage cans, 
a TV, a microwave, a stereo, a sink. And 
those are just some of them. We have 
lists that are as long as my arm. 
Garbage cans, file cabinet, mini fridge, 
urinals, you name it. 


PSM: Right. 

IV: You're still going to have all the stan- 
dard things you would expect to see like 
brooms, bats, guns, cannons, tasers. 


The Little Details 

CO: One of our biggest emphasis on 
PS2 is the special effects. We want spe- 
cial effects, special effects, special 
effects. When | get thrown into a trans- 
former, | don't want it just to bend. 1 
don't want it just to break. | want it to 
spark and throw electricity and every- 
thing else. If you throw somebody into a 
transformer box, you might unlock the 





А It doesn't matter if you're fighting in the 

arking lot, in the bathroom or in the 
Kitchens there'll always be a huge crowd 
there to cheer you on! 





ability later on to come back and play 
with an electrical fence. Also, when you 
throw somebody into it, now they're 
going to get electrocuted, and you're 
going to see them light up, and you can 
see sparks and all that stuff happen. 
Because that's part of what the power 
of the PS2 is able to do, so we're really 
going to try and emphasize that when- 
ever we can. If | do a big move on you, 
you're going to see impact. We're going 
to do things like sweat. We're going to 
С things like fireworks. We're going to 





do as much particle effects as we can 


because they're cheap for the system, 
and then they're very impactful. 


PSM: We agree completely. When 
you're trying to present these realis- 
tic backgrounds, it's all in the details 
and they all add up. 

CO: You can see the semi truck, for 
example, is sectioned off. And the idea 
is that you throw somebody into one 
section of it, and it breaks open a part of 
the truck. So there could be something 
inside. Everything within the environ- 
ment can be broken or interacted with 
in some way. So it's really been 
designed from the ground up to be a 
completely interactive environment, 
which is, | think, a lot different than any- 
body else has tried to do. 


PSM: We love how you've still man- 
aged to keep the crowds in there. 
Because the crowds are such a huge 
part of it. 

CO: The initial feedback that we got 
was kind of lukewarm on going out of 
the ring. And | think the main reason for 
it was people said, if you don't have the 
crowd, then you kind of lose that large 
environment. And we said, you don't 
have to lose the crowd. You can design 
every single environment and still have 
the crowds play an important role. 


Game Modes 

PSM: Are you thinking about having 
different stipulations or different 
rules or modes in the game? Would 
there be a tag team kind of thing 
going on in there like 
this, or does that just 
not work? 

CO: We're not going to 
do a tag-team, at least in 
the first year. But it's def- 
initely something we're 
going to build on. 


IV: You get into a lot of 
issues where you have 
three to four wrestlers, 
and because you have 
the ability to break through from one 
space to another, you get into camera 
issues. Where would the camera focus 
on? You could do a split screen, but then 
you take away from the gaming experi- 
ence. If somebody else is doing some- 
thing somewhere else, and you're con- 
trolling the guy in Room One, then all of 
a sudden it splits the screen in half... we 
don't think it would be a very fulfilling 
experience for you. 


CO: We're really taking baby steps with 
this. There's so much stuff that we 
could do. It's a matter of what we think 
we need to do. And we need to execute 
a hundred percent on this idea first, and 
then figure out where do we take it? 








How do we introduce tag teams? How 
do we introduce run-ins? How do we 
introduce battle royals? 


How Does It Play? 

PSM: Right. The actual process of 
doing the moves and the way that 
whole thing works, the structure 
works, will that be much different 
from the last game? 

CO: We're going to actually change it. 
The thing is last year — and | guess every 
developer goes through this, is you 
always have stuff that you couldn't exe- 
cute on for whatever reason, whether 
it's time constraints or memory restric- 
tions or whatever. But, we took the 
feedback that we got from reviewers 
and from fans of the game and people 





А Goldberg ponders his next move, or 
maybe he's just waiting to see if you've 
got the guts to face him. Well, do you? 





that wrote to us and talked to us. We're 
implementing a better grapple system. 
We now have a normal and a strong 
grapple. And we've actually motion-cap- 
tured a whole bunch of animation that 
gives you a visual indication of whether 
you're the one initiating the grapple, 
whether you're initiating a strong grap- 
ple, and what the results of those are. 
So we want to keep the context of what 
we did before, but we want to execute 
on it better. So the way that Mayhem 
was actually designed and the way that 
it's going to be executed on the new 
game is that it's going to be a timing- 
based game. It's not a button masher, 
but it's more of a rhythm-based game. 
The idea is that | grapple you, and then | 
have a certain amount of time to exe- 
cute another move. And my opponent 
has a certain window of opportunity to 
reverse that move on me. So it's more 
about figuring out what the timing is for 
the moves and how to execute the next 
move out of that. Because certain 
moves will take a little bit longer or take 
a little more strength or a little more 
time to execute out of them, and other 
ones would be quicker. They may be 
quicker, but they'll do less damage. So 
the bigger the move is, the longer the 
window is that you need to execute, 
and therefore the bigger the window is 
for the guy to reverse it on you. So it 
becomes more of a real-time strategy. 


PSM: What will the structure of the 


game - is there, like, what's the is 
mode? Is there а season-type mode 
or anything? 

CO: Yeah. We're planning on having a 
couple basic modes: an Exhibition 
Mode where you can fight in whatever 
you've unlocked, a Hardcore Challenge, 
which is our main mode and a few oth- 
ers. As you play through a hardcore chal- 
lenge, you'll be able to unlock different 
arenas and different environments. 
Hardcore challenge is basically going 
through all the levels and beating all the 
opponents along the way and unlocking 
stuff. So, as you continue through the 
levels, you'll unlock the next level, the 
next section of the level, and other ways 
to play a level. So you'll go back and 


fight, eventually, everybody in the 


"YO сам DESIGN 
EVERY SINGLE 
ENVIRONMENT AND 
STILL HAVE THE 








CROWDS PLAY FN 
IMPORTANT ROLE. 





game. A lot of the WCW 2000 is based 
on a reward structure., like you would 
see in other games. 


PSM: We've just got one last ques- 
tion for you before we head off. Are 
you looking at taking advantage of 
the PS2's analog buttons? 

CO: Yup. 


PSM: Will it relate to the weak grap- 
ple-strong grapple system? 

CO: Yeah, exactly. The harder you press 
the button, the stronger the grapple is, 
or the more damage or more impact 
you're going to be able to do with the 
functions, or kicks or moves or whatev- 
er they happen to be. Here's the strate- 
оу part. If you were to tap it, he does а 
quick punch, does less damage, but the 
shot gets off quicker. If you do a longer 
press, the character's going to do a big- 
ger punch that causes more damage, 
but it's easier for me to block or reverse 
it. We're going to take advantage of the 
analog capacity of the new controllers 
and make all the moves work that way. 
We've already talked to the program- 
mers about it, and they said it's not a 
problem to make the animation work 
accordingly. 


PSM: Thanks so much for your time. 
We know you're crazy busy with the 
project and we appreciate you taking 
time out to talk with us. Good luck 
on everything. We cer- 
tainly look forward to 
seeing a more complet- 
ed game later this year. p, 
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The PSM Release ШІ 


We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 


Playstation Charts 
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Chart 


(For February) 


4 Once again, GT2 takes 
the pole position. Can 
nothing stop this monster? 


Here are the top sellers for Electronics Boutique stores 
nationwide. Gran Turismo 2 was once again the big 
seller, followed by ECW and Fear Effect. 


1» Gran Turismo 2 
> ECW Hardcore Revolution - King of the ring 
> Fear Effect - Eidos action epic 
> Tony Hawk Pro Skater - Part two's on the way 
b» Saga Frontier 2 - Square' latest 
> Marvel vs. Capcom - 20 fighting retums 
> NBA Live 2000 - All-Star game 
> Medal Of Honor - Real Army men 
> Madden NFL 2000 - Gridiron great 
10 > Rainbow 6 - Covert action 


(For January) 


4 Its big, it's fast, and its 
unstoppable! Yes, it's GT2 
and once again, it wins the 
NPD Derby. 


Every month, NPD surveys a variety of retailers to 
find out which games are selling the most. Gran 
Turismo 2 is still running first. 


1» Gran Turismo 2 
2 b Tony Hawk's Pro Skater - Be like Tony! 
> Spyro The Dragon - Can't keep the little guy down 
» Gran Turismo - Cheaper than a tank of gas 
» Crash Bandicoot: Warped - Crash is back 
» Medal Of Honor - Live the battle 
> Tomorrow Never Dies - Bond's latest mission 
> Frogger - Still hopping 
» NBA Live 2000 - King of the court 
10 > Metal Gear Solid - Snake sneaks back at $20 









Release has changed since last month. 
A brand-new addition to the list this month. 


2NI-QUARTER GAMES 


APRIL 














Codemasters „Micro Maniacs 
Interplay Caesar's Palace 2000 
Konami . Konami Rally 
Konami. Nightmare Creatures 2 
LucasArts Jedi Power Battles 
Psygnosis Action/Strategy .. Team Buddies 





Sony. -Speed Punks 
SNK. „Koudelka 
Vatica ron Soldier 3 
MAY 


Codemasters .... 

















Major League Soccer 


Vagrant Story 





Codemasters 
$опу...... 
Square EA. 


OTHER 2ND-QUARTER RELEASES 














Mike Tyson Boxing : 
„Duke Nukem: Planet Babes : 


Racing..World Tour Championship + 
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Reel Fishing 2 
Destruction Derby 3 
..Danger Girl 
... Roadsters 
Rayman 2 
„Polaris Snocross 2000 
..Lunar: Eternal Blue 





Action/Adventure .. 
....Hacing .. 
„Platform. 























Working Designs 
















„Arena Football + 
„Paperboy : 
rind Session : 
MediEvil 2. : 
Wild Arms 2. : 


Working Designs ‘Strategy/RPG Vanguard Bandits 
RD-QUARTER GAMES 

JULY 
$ ACTIVISION ..............! Fighting .X-Men: Mutant Academy 
: Square ЕА............ Action/RPG .............. Threads of Fate 
: NIBUST 
i Square EA... BG LL Ld Chrono Cross 
: SEPTEMBER 
: Square EA.............. Action/RPG................ Parasite Eve 2 


| OTHER SRO-QUARTER RELEASES 


; Activision ............ Skateboarding ..Топу Hawk's Skater 2 
: Fox Interactive ..Action/Adventure ....Planet of the Apes 


 ITIHQUANTER GAMES 


MX Racing .....Mat Hoffman's BMX 
..FightingRock ‘em Sock ‘em Robots 
Action/Adventure ...МК: Special Forces 
.. Action Evil Dead: Hail to the King 
Wrestling ............ New WWF Game 









Activision... Spiderman = 
Activision.. „Tenchu Il £ 
Bandai... Devil-Man £ 
Bandai ... ountdown Vampires £ 
Bandai... Digimon World: 
EA Sports . „Hockey Ext. Hockey: Rock the Rink + 





EA Sports . „Racing . 

















Test Drive Cycles ; 


Formula 1 Championship : 
АОБ о Rugby2000 £ 
...Fishing....Ultimate Bass Challenge : 





Gamewatch: 


Unveiled at last year's ЕЗ, the first-ever polygonal X- 
Men fighting game all but vanished from existence 


shortly thereafter. Activision brought a new version of 
ihe game by the PSM offices recently, announcing 
that it is now in the hands of Thrill Kill and Wu-Tang 
developer Paradox. Now a 3D fighter on a 2D plane, 
ihe game is scheduled for release in July to coincide 
with the upcoming X-Men movie. 
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ТО BE ANNOUNCED 


..Action/Platform Mega Man Legends 2 i Interplay 







































Capcom .Action/Racing..... 
Capcom. Action/AdventureResident Evil: Survivor + Interplay ction/Adventure.. 
Capcom. Strider2 £ Lionhead Strategy 
Crave ....Fighting.....Ultimate Championship 2 Midway... Racin 
Eidos. irst-Person Shooter. ..Daikatana £ Rockstar. ТВА.... 





...Urban Chaos 
ungeon Keeper 2 
„Moto Racer 3 





i Take Two ction/Adventure . 















Its official: Tony Hawk is shredding 
his way back onto PlayStation (and 


Brunswick Circuit Pro 2 
possibly PlayStation2). We're one 













GT Interactiv Champ. Motocross 2 step closer to skateboarding nirvana 

GT Interactive now that we've gotten an early 

PES pimpsa of the game and checked out 
its features. 

Infogrames 


Infogrames ... 






Alone іп the Dark's latest chapter looks 
to send the creep-o-meter through the 
roof. With E lighting effects (using 
only your flashlight to see at points) 
пи н this is definitely one 
to watch out for. 















The sequel to last year's best PlayStation surprise is on the way! 











DT = = East year Activision such as the ability to customize 
i # caught everyone by sur your skater even more. It's 
i 1 prise with its new fran- tough waiting for а game this 
ы и ни = „i chise hit Tony Hawk's соо, but for now, be sure to 

Pro Skater. This year though, every- check out our full story 
one's keeping a close eye on the in news this ж 
sequel, so the pressure is оп for the — very issue! 
developers to deliver another winner. 
The game doesn't have a 
set release date yet, 
but is scheduled for a 

fall timeframe. Along 

with the expected 

new courses, boards, 
and skaters, you can also 
expect new features, 






WOW! 
WITH THIS NEW 
PSM BOARD, Т 
CAN FLY HIGHER 
THAN EVER! 
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Imagine ће original game, only 
about a zillion times zanier, and 
you've got an idea of Micro Maniacs. 
You guide nutty little characters 
around household courses; it's all 
усма 





















THIS IS 
AWESOME! I CAN 
SEE MY CAR FROM 





























UP HERE! HEY... f s WHY b | 
ST и Colony Wars put PlayStation space 
TAKING MY pve Нам 






looking better and better. Steve's still 
holding out hope that Jeri Ryan will 
make an appearance. 


TIRES? 















Gamewatch: 


We haven't been able to put T 
дате down since it showed up in. 
the office, F 


Count one contestant out of the videogame world 
series. Shortly before going to press, we learned that 
Fox Interactive has scrubbed plans to release its first 
baseball title on PlayStation. Apparently, the game was- 
n't going to be ready for the start of this season, so Fox 
has evidently decided to focus development on a 
PlayStation2 baseball title instead, which should release 
at the start of next season. 





Our PlayStation2s have been оп 
almost 24-7 since we got back from 
Japan with them, and we still can't 
wait to see everything that's in store 
for the U.S. launch this fall. Bring it 
оп! Bring it all оп! 








www.thetruth.com. La Jolla, California 
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Daily Dose 





2000 truths 





FE, Fl, FO, FUM, 


I smell the blood of an Englishman. 
Be he alive or be he dead, 
И grind his bones to make my bread. 





This is a game of revenge. A dark early 1900s revenge where you'll battle against 20 different creatures using new 
fighting techniques, combination moves, and fatalities. A revenge that goes deep into 30 game sectors in 
8 different worlds including subways, castles, sewers, cities (London|Paris), cemeteries, villages, and underwater. 


A gory revenge. An extremely gory revenge. 
Soundtrack by Rob Zombie. 


NIGHTMARE 


Animated Violence 


Nightmare Creatures II TM & © 2000 Kalisto Entertainment, S.A. Produced by Universal Interactive Studios, Inc. Published and 

distributed by Konami С: layStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 

Sega, Dreamcast, and 1 cast logo are either registered trademarks or trademarks of Sega Enterprises Ltd. The ratings icon ~ Я 

is a trademark of the Interactive Digital Software Association. Konami is a registered trademark of Konami Co., Lid. All Rights Reserved. www.nightmarecreatures.com 
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REVIEWS 


the most honest, dependable, unbiased 
playstation reviews on the planet—period 








BREAKING IT ALL DOWN, PSM STYLE 


PSMom BREAKDOWN 
Donors. ОР, Oe 
[so unon oe, 
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GAME Ж SUMMARY 


„A THE CHARACTERS REALLY LODK GREAT! Ir TAKES HOURS TO FIGURE OUT THE CONTROLS—THIS 


А. THE MUSIC IS JUST STANDARD STUFF, BUT THE -GAME IS ТІП HARD ТО GET INTO 
ENVIRONMENTAL SOUNDS REALLY ADD A LOT WHAT DOES THE BEAR HAVE TO DO WITH ANYTHING? 
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With our Replay Chart, you can see the potential lifespan of a game at 
a glance! Some games are great fun at first, but quickly wear thin. 


These are the categories that we thinke are most Others are tough о get into, but really take off И you stick with ‘em. A 
important when rating a game. Each is rated on 5 means that you will be playing it non-stop, while a 1 means its prac- 
a scale from 1 to 5. cally in the closet, кы id 




















THE PSM RATING SCALE 








je here at PSM want you to know that we take | 
) our reviews very seriously. Just like you, | 
we've been burnt before by bad games (and these | 
days, it ain't so easy to get the store to take ‘em | 
| backl). So when we sit down to review a new title, | 
we look at it like this: if we had just shelled out fifty | 
ог so hard-earned bucks for the game, how satisfied | 



























































would we be? IDa nli л ECW Hardcore Revolution 09 Railroad Tycoon Il 000 
To summarize a game's overall worth, we use the | Beara а Које | Fear Effect 3000) i 0 2: Jailbreak 001/2 
traditional “five-star” ratings scale. If we givea gamea | | г = 1 FIFA 2000 О90901/2 Rollcage Stage |І ©@Ф©1/2 
full five stars, it's our guarantee that you can't go wrong | Fighting Force 2 991/2 SaGa Frontier || 0001/2 
with it, so go out there and pick it up! | Т hese аге our ratings for Formula 199 00001/2 Shadow Tower 61/2 
| | some ofthe games released Gran Turismo 2 99991/2 Silent Bomber 0000 
WHAT THE RATINGS MEINE | over the past several months. Hot Shots 2 0001/2 Silhouette Mirage 000 
Бласа Check ‘em out for any titles you Hydro Thunder @@1/2Int. Track & Space Invaders O99 1/2 
A PlayStation classic that no fan should be without | | | may have missed! Field 2000 6661/2 Spyro 2 0091/2 
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REVIEWS 


Armored Core: Master Of Arena 








{ New mechs, new arenas, 
new missions, but sadly, the 
| same old graphics. 





etting a chance to design and pilot your own mech has never been done 
better than in the Armored Core series of games. Players have to fit 
together different body parts they buy or find in the game, and make sure they all 
balance out. Every detail is thought out and a huge amount of parts are available. 
Creating your mech, including paint job and insignia, is half the fun. The other part of 
the game, where you get to take your creation on missions and into combat, is 
equally satisfing, but the latest game, Master Of Arena, is still not a true Armored 
Core sequel, despite all the cool new extras. 

The game is two discs big! Disc one is like any other Armored Core game, 
featuring the shop and garage where you assemble your mech and where you'll find 
all the single player missions. The missions featured offer quite a few new 
experiences for those that have gone through the past games and veterans will find 
the action challenging, especially later on. Beginners will be easily frustrated, 
however. Fans of the series can also use their old Armored Core saves with this 
game, so any creation and parts you've earned or purchased in the past can be used 
in Master Of Arena. On the second disc are two more brand new tournament 
arenas, both with a twist. One lets you create your own tournament by creating 
different mechs and then actually programming their Al. You determine how 
accurate they are, how often they use their boosters and how aggressive they are. 
You can then save your custom tournament to a memory card and have a friend 
challenge it. To enter the second new arena, you have to meet certain prerequisites, 
such as having humanoid legs or treads for a base. As you enter and win these 
specific tournaments, more will be unlocked. 

There are a few new two player environments, like the surface of the moon, and 
the cool replay mode is still intact, but no improvements have been made to the 
graphics. It still plays and feels exactly like past games and analog control is still not 
incorporated. A little disappointing, but Armored Core 2 on the PlayStation 2 is just 
around the corner, so the future for the series is bright. 











А. BE A GANT ROBOT AND BLOW THINGS UP 
А. CREATE YOUR OWN ARENA 


SOME GREAT ADDITIONS, BUT STILL PLAYS LIKE MORE OF THE S 
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Superbike 2000 


ONE SUPERBIKE, PLEASE, BARTENDER, STRAIGHT UP 


m hen а game is to be released both on the PC and consoles, obviously 
we're all going to expect the PC version to look a lot better. What isn't so 
obvious, however, is our version should always devolve into a poor relation of the 
PC game. Superbike 2000 is a case in point: yes, the PC version looks gorgeous, but 
it also features realistic physics, plenty of spills, decent commentary and difficulty 
levels that affect handling, not just make the CPU riders invincible... all the sense of 
danger and excitement of racing a real superbike that you can get into a game, in 
other words. 

Our version, on the other hand, has become a bog-standard racer. On the good 
side, it's very easy to play, and there's a comprehensive lineup of bikes, courses and 
riders for each team. A very helpful bike setup area provides information on how the 
different settings affect performance and the machines themselves look pretty cool. 


Electronic Arts 





4 Great little ‘look back’ feature: 
the rider actually looks back 
over his shoulder! 


Also, crucially for a racing game, the Al can be ferocious, even on the ‘Easy’ level. 
This makes for some tense moments which quickly fade and leave you wondering 
why weather conditions have no effect on your riding, what the hell happened to the 
commentary once you left the grid, and why on earth you don't, no matter what, 
ever come off the bike... ever. So there's no incentive at all to ride or race properly, 
since the worst that can happen is that you're slowed down a bit. And even if you 
get pole position, four or five bikes immediately streak ahead of you, so there goes 
any reason to race the practice or Superpole sessions! 

Generally, the graphics are a bit sub-par, with tires that would look more at home 
in the Flintstones, loads of texture seams apparent and, while rider animations are 
fine, track-side scenery is barely adequate. None of the realities or unique chal- 
lenges, of motorcycle racing make it over to the PlayStation game, so what you're 
left with is some decent modeling thrown on top of a very generic racing engine and 
not a lot else. | think I'm going to cry. 
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GAME ж SUMMARY 


А. THERE'S SOME FANTASTICALLY COMPETITIVE GPU Ў SIM MODE, OH SIM MODE, WHEREFORE ART THOU? 


RIDING HERE. WEATHER HAS NO EFFECT ОМ RACING AT ALL! 
2А. TF YOU'RE AN SBK FAN, THE RIGHT STATS ARE HERE. No PAYOFF FOR WINS. 
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Syphon Filter 




















> Gabriel Logan returns in an action-packed sequel 
to end all sequels. And this time, it's personal. 





989 Studios 


| 989 Studios 


Action 





4 This sequel provides even higher body counts than the first game, 
which i: it 2 ivili i ^ . 

1 The action fonds lo Gel лама їсһ is saying a lot. No civilians were hurt in any way, though. 
when you least expect it. There's 
| never any rest for Gabe. 


989 STUDIO'S ACTION HERD RETURNS 


ell, if you liked Syphon Filter, you'll be very pleased with the second game 
in the series, Syphon Filter 2. In all honesty, this is what one should expect 
from a sequel, as it's obvious that a lot of time and care was put into it. 

Once again, Gabriel Logan and Lian Xing have returned to rid the world of the 
‘Syphon Filter’, a biochemical weapon that's been created by their arch enemy, the 
Agency. In this game, however, Lian is infected with the virus and both she and 
Gabe must race against time to find the vaccine to counteract the infection. 

What we appreciate most about 5Ғ215 the fact that most of the things we liked 
about the first game have not only been retained, but also improved upon. The first 
noticeable improvement is that the sequel takes place over two discs instead of 





DANGER 





one, no doubt a result of the larger number of environments, FMV segments, and те > prak 
dialog. There are now three “worlds” to be explored, with more than 20 magnifi- i around 
cent levels to blast your way through. And for the most part, the levels are quite handy ен 


enjoyable, unpredictable, and have just enough variety to keep you interested all the levels in е дате. 
way through. The story line is also very strong and keeps you eagerly waiting for the асс e 
next cutscene. 

For the FPS lovers out there, Syphon Filter 2 features an all new two- 
player split-screen mode with 20 areas to deathmatch in. Half of these 
arenas must be unlocked, though, by finding various secrets in the 
One Player mode. There are also countless hidden items and 
weapons that you'll never find on your first time through the 
game. Due to this, the sequel's replay value greatly eclipses that 
of its predecessor. 

Allin all, 989 Studios has done a bang-up job of continuing the 
Syphon Filter franchise. Granted, there isn't much innovation or 
improvement in the graphics or gameplay, « 
but we'll let that slide this time around, just < 
because the game is so fun. Still, we feel that ` 


this is as far as the series should go on the cur- V. і P ШЕ M x B REAKDOWN 


rent PlayStation. 989 is hopefully looking _ mnc MES qos 


ahead and planning a truly innovative sec- 2 % X [ = 
ond sequel for the PlayStation2. That 24 3 ы” / = аиса Пише 


would be the best way to keep the fran- 
chise from shooting blanks. 


» Explosive! Environments 
feature a ton of interactive 
elements which can be 

shot at and blown up. 





4 While charging in 
with guns blazing 
works a lot of the 
time, you'll still want 
to sneak around 
whenever you can. 
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BAME Ж SUMMARY 









Agent Lian | 
pe pu И ^ 2А. THE CONTROLS ARE EASY AND SMOOTH b ^ [INCE YOU LEARN HOW TO SHOUT. AROUND CORNERS 
den. WM. 25. THE LEVELS ARE HUGE AND FULL OF SURPRISES THE KILLING MAY GET TO EASY. 
being infecté | ГАЛ THE MANY HIDDEN ITEMS, REPLAY VALUE IS HIGH. CHARACTERS SEEM TO RUN TOD SLOWLY 
The Syphon } 7 
Filter virus. 







A Hanging onto a cliff for dear life is not the best way 


nd kend. Gabe ld probabil 3 
ам E nme A WORTHY SEQUEL ТО А SMASH HIT GAME 
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Army Men: Sarge's Heroes 








| The mine-sweeper: one of the 
neater tools at your disposal. 


HEROES IN THEIR OWN MINDS 
rmy Men: Sarge's Heroes is not intended as a true sequel to Army Men 


3D, but as a kind of comic side-story. ‘World War will be the real follow- 
up in 3DO's popular series of plastic soldier wargaming, and if you have any dis- 
crimination at all, we recommend you wait to see how that turns out. Sarge's 
Heroes is another attempt to merge the company's trademark 'plastic world' with 
‘real world’ environments and it's a concept that has proven a winner thus far. Sure, 
there's a very good variety of mission objectives, as there was with Army Men: Air 
Attack, and little touches, such as the ability to kneel and go prone, are very useful 
given the relatively sharp Al of the enemy soldiers. The weapons can be cool, too. 

But it's the big stuff that's wrong with this game. To begin with, control is horri- 
ble and collision detection almost arbitrary. The PR blurb for this game describes an 
‘amazing variety of mouth-watering animations' but the sad reality is that they're 
more eye-watering than anything. The total absence of animations for turning your 
character around will certainly make you cry, as you stand in place and the back- 
ground shifts. It can take ages to corne about and return fire, by which time either 
you, or whomever you're trying to protect, is history. 


Rock The Rink 


TO ITS BARE ES: 


ы 

b he whole point of hockey, as everyone knows, is to inflict as much dam- 

sp В age on the opposing team as humanly possible without attracting the 
attention of the referee. Electronic Arts has finally recognized this basic truth and the 
result is Rock the Rink: ice hockey with attitude or, as ESRB terms it, 'comic mis- 
chief’. And mischief it certainly provides: three on three, no penalties, special moves 
with names like Tornado and Leapfrog and a ten second shot clock. Games are a 
departure from the usual three periods — here, the winner is the first player to score 
five, seven, ten, 12, 15 or 20 goals and really the only rule is to get the puck in the 
back of the net as often as possible. There are two playing modes aside from the 
expected arcade game. In the NHL Tournament mode, you pit your fantasy team 
against the 28 actual NHL teams at three difficulty levels. If you beat them, the 
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GAME ж SUMMARY 


V DONT BE LOOKING FOR DEPTH. 
Na REPLAYS. 
® Ens TO MEDIUM DIFFICULTY IS A BIG JUMP. 


A Bi HTS, FIGHTING AND НО PENALTIES, 
A AMUSING MIX DF CHARACTERS AND REAL PLAYERS. 
БЕКЕТІ 









мах 2000 
ятте!/ / www АУС .сот 


Secondly, movement of the targeting crosshairs is slow and jerky. This makes 
accurate targeting impossible, so you end up wasting ammo and taking hits because 
your aim is off. We had more success shooting at the 
enemy's feet than their heads! 

As if this isn't all bad enough, the game is 
graphically sub-par throughout, 
with blocky polygonal modeling and 
bland textures that disappear at random, as 
well as terrible fogging and loads of clip- 
ping that really diminish your enjoyment 
of the game. Look, if you're an Army Men 
fan, you're going to buy it anyway, but 
don't say we didn't warn you. 


















» The Sarge is a lean, mean, green fighting machine... 
too bad his newest game isn't... 
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BAME Ж SUMMARY 


А. SOME OF THE WEAPONS ARE GOOD FUN CLOSE, [1'S THAT REALISTIC. 


CONTROL IS AWKWARD, UNGAINLY АМО WILL MAKE YOU 
SICK. 


Үш CAN'T ACTUALLY SHOOT ANYONE IF YOU'RE TOO 


|=: комн fano monta 





Winding up for the 
Ҹ Thunderbolt special attack — a 
4 goal is imminent. 


teams are unlocked and available for play. Keep winning here and you can earn 
upgrades to your skates, sticks and gear. The third mode, ‘King of the Rink’, is a dou- 
ble elimination tournament, where three to eight players compete in an all out action 
game and the winner stays on the ice. Here, everything is larger than life, from the 
players themselves to the moves they make — including post-whistle hits. The non- 
stop action is accompanied by a thumping soundtrack from Hole and the Hanson 
brothers. Just like Cybertiger and NASCAR Rumble before it, there's a fun 
‘Rewards’ section, where achievements such as making the top ten rankings, win- 
ning challenges and scoring consecutive victories result in bonus 'upgrades' to your 
game. The whole thing quickly degenerates into a button-mashing frenzy, really, but 
that's not to say that you can't use regular hockey tactics. It's just not meant to be 
that kind of game... this is the NFL Blitz of the hockey universe and as a pick up and 
play party game, when the guys are round and you're looking for a quick multi-play- 
er blast, Rock the Rink fits the bill perfectly. 


INAL SECURE: 


PURE ARCADE ACTION — GET DUT THERE AND DECK SOMEONE! 





In Real Life, you could never dance 
well enough to help Ulala save 
the galaxy from invading aliens. 

i m 





Real life sucks 
Go to www.gametealer.com 
CD Ad a d E атам. E E a rud 


MORE GAMES FOR LESS 
395 Hudson Street, New York, NY 10014 
1-800-335-0046 


USE VIP CODE PSMA2 IN THE SHOPPING CART TO RECEIVE YOUR DISCOUNT. 9 


"Available оп orders of $25 ог more and valid through May 31, 2000. Limited to one per customer. GameDealer а e a vic оа ере 
Networks, Inc. АН rights reserved. GameDealer, UGO, and UnderGroundOnline are trademarks and service marks of UGO Networks, Inc. is registered in the U.S. Patent and Trademark 
Office, Sega, Dreamcast, the Dreamcast logo and Space Channel 5 are either registered trademarks or trademarks of cue uec л 2000. All Rights Reserved. 
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Crusaders Of Might And Magic Mobil 1 Rally Championship 






| New World Computing 


= Action/Adventure 
1 





| 4 That's right, folks! It not only 
plays poorly, but it looks like 
this! Aah! My eyes... my eyes! 








hen we were in grade school, our teachers always reprimanded us for lazy 
work, telling us that “you could have done better.” Unfortunately, the same 


is true of Crusaders of Might and Magic. The developers at ЗОО really could have 
done better. On paper, the game sounds great. The feature list is comprehensive, 
the story isn't half bad and the world is loaded with areas to explore. If the imple- 
mentation had been better, the game would have had a better chance of being a hit 


Playing through Crusaders is easy enough, if you manage to overlook the numer- 


ous production errors. The bugs in the 
problems to random freezes. More than 
loading screen. Instead, we just got a so 


game range from minor polygon clipping 
once, the game refused to return from a 
id black screen. The only way to continue 


was to reset the game and load a previous save. 


Visually, the game suffers from both cl 
on the level, you'll find doors that magical 


ipping and bounding problems. Depending 
ly merge with solid walls and floating plat- 


forms that will support your character, even though you're not actually standing on 
the platform itself. 

Not only that, but character А! is nearly nonexistent. For example, attack a char- 
acter at the bottom of a stairwell. Then, before the character can retaliate, run to the 
top of the stairs. Because the А! has no understanding of height, the enemy char- 
acters will attempt to walk directly to you, but it won't use the stairs, because that 
would be out of the way. The end result is an enemy swinging at a wall and you look- 
ing down on them from 15 or 20 feet above. Pathetic. 

Player control is nearly as poor as the rest of the game. In-game 
actions are not always logical. In most games, pressing the default 7 7 
action button while next to a friendly character will cause you to start 
talking. In Crusaders, pressing the action button will cause you to attack 
instead of talking. Needless to say, this is not a good way to make 
friends. Had Crusaders been in development for a few more months, 
the end result would have been worth the wait. As it is, the game is an 
utter waste of time and not even worth a rental. 








EVER WONDERED WHAT PLAYING A BAD GAME WAS LIKE? TRY TI 
















EAS FIRST TRUE RALLY SIM IS A BLAST 


г oming on the heels (make that wheels) of Sony's mightily impressive Colin 

McRae Rally, the first true rally simulation from EA might not have the same 
dizzying array of modes and car tuning — or the most varied courses — but it's still 
one of the best you've ever played. 

Mobil 1 Rally Championship does an admirable job in the gameplay category — 
it simply feels great to play. The difference in handling between its cars isn't as 
striking as in other games, but the recreation of varying traction on different road 
surfaces is superbly handled, as it the rocking and bouncing of your car's suspen- 
sion. Toss in one of the best in-car perspectives you've ever seen (complete with 
three-speed, working windshield wipers), and you'd swear you were behind the 
wheel of a honest-to-goodness rally car. Actual car tuning is basic at best, but it gets 
the job done. 


98:09:34 





Electronic Arts 


Hot Gen 





4 EA has delivered one of 
the ar playing and most 
realistic rally games in Mobil 1 
Rally Championship. 


The race environments themselves are simply the most realistic yet seen in the 
genre, with incredible attention to roadside detail, texture variety, and lighting. Track 
variety, however, is one of the game's rougher points, since it's very subtle; obviously 
a sacrifice made in lieu of realism. 

Two areas where EA could have really improved the game are in the arcade 
mode's opponent AI, and your copilot's voice commands, which are very subdued. 
Admittedly, the main challenge of a rally sim is in beating the best course time and 
not other drivers, but they could have been more than simple 
"rolling roadblocks" and really put up a challenge. 

Overall, this is a sterling first effort for EA in the 
rally sim category, and one game that any rally 
z facing fan will enjoy playing. It certainly 
won't dethrone McRae, but it's a solid 
second in our book. 

4 This Hyundai is one sweet, swift ride, 


Which explains all those speeding tickets 
we've been getting... 
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GAME Ж SUMMARY 


А. TOP-NOTCH CONTROL AND REALISTIC HANDLING YOUR COPILOT'S VOICE 15 тоо SUBDUED 


А. SUPER REALISTIC GRAPHICS AND ENVIRONMENTS THE OPPONENT Al COULD'VE BEEN BETTER IN 
ARCADE MODE 
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[INE DF THE BEST RALLY RACING GAMES YET 
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4 Look at all the wonderful vials and pills and 
potions... hey, got an Alka-Seltzer? 





7 Rita is а Galerian, created by the supercom- 
puter Dorothy. She has psychokinetic powers. 


Galerians 





! Polygon Magic 





A flick of the wrist and 
another bad guy goes down, 
(or is that up?) in flames. 


GALERIANS, OR, HOW TO USE YOUR HEAD IN A FIGHT 
ey, if you like the survival horror game genre and you need another hit since 

you finished Dino Crisis, this could be the game for you. You have to 
acknowledge the debt Galerians owes to Capcom and the Resident Evil series, but 
Polygon Magic has gone that extra mile to produce an experience that is innovative, 
immersive and genuinely scary. 

For starters, the lack of conventional weapons instantly makes you seem more 
vulnerable and, despite your amazing psychic abilities, this feeling remains with you 
for the entire game. One nice touch with your psychic weapons is that it's not ‘all 
or nothing’: when 'recharging' your powers, you can wait for a full charge to pull off 
a one-shot kill, or use quick blasts to knock the bad guys off their feet, giving you 
time to charge up again. But with the chemicals buzzing around in your system, your 
head is constantly overloading and that effectively imposes a time limit on each level 
because the supply of the calming drug, Delmetor, is in (too) limited supply. You 
soon learn to avoid the various mutated bad guys in order to avoid fighting (which 
accelerates your mental breakdown) and conserve the happy juice. 

Rion's ‘psychic scanning’ is very cool, and saves you wasting a lot of time wan- 
dering around looking for keys, doors, etc, as it basically shows you where you need 
to go next. So, along with the onscreen map, you shouldn't get lost too often — 
despite the very similar look of rooms on certain levels making navigation harder 
than it should be. 

There are a few problems, however. Enemy Al isn't too good. Guards don't 
follow you through doors and they often ignore a commotion going on at the other 
end of a corridor (not in their job description?). The game camera, too, is very bad. 
It presents you with ridiculous views sometimes, where Rion is way off in the - 
distance, even hidden behind objects, making it tremendously difficult to orient 
yourself in battle. 

In spite of this, though, Galerians is a very absorbing game, with an intriguing 
story line that slowly, but surely draws you into the mystery and 


chilling events that reinforce the horror with plenty of blood- E 7 - : B R E A K 1) Oo w N 
letting. Rion's plight is heart wrenching, when you think | амлентсв И а v. 


about it, and this encourages you to follow the game 
through to the end. 


You can never have too 
many two-headed monkeys. 









4 Fighting is tricky with this kind of camera shot! 














4 This is Lilia. She's on the run and 
needs your help. 


GAME *« SUMMARY 


А. АМ IMAGINATIVE TAKE ON THE GENRE. 7 THE DODGY GAME CAMERA MAKES BATTLES TRICKY. 
4. BENIINELY CREEPY IN PLACES. V FINDING ITEMS IS HIT OR MISS AND ANNOYING. 


AN INNOVATIVE TAKE ON THE SURVIVAL HORROR GENRE 
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Gauntlet Legends 





4 As if millions and millions of 
evil minions weren't enough, 
| sometimes Death himself comes 
stalking you. 


MIDWAY BRINGS IN OLDIE BACK FROM THE DEAD 


ell, as anyone who's been gaming for a while will tell you, a long time ago 

there was this game called Gauntlet, which had you wandering through 
maze-like dungeons, battling hordes of skeletons, bugs and rats. They'd also tell 
you that the game was fun. Then, a couple years ago, Midway released a new ver- 
sion for the arcade called Gauntlet Legends. This version featured 3D characters 
and environments, plus lots of other cool things. This new version was also fun. 
Now, Midway has ported the arcade version to the PlayStation and, while it's not as 
pretty as the coin-op, it's also lots of fun. 

Midway has added lots of extras: nine customizable characters, four PlayStation- 
only levels, three entirely new game worlds and over 30 types of vicious creatures 
for you to slay. You'll do a lot of hacking and slashing here. While there are some 
very clever puzzles to solve, the main focus is on death and destruction and magic 


Runabout 2 


WE'VE SEEN IT ALL BEFORE... AND BETTER 


fter starting out with a semi-solid premise, Runabout 2 fails to live up to its 
potential. Playing a mercenary of some sort (the plot is painfully vague), 

players drive around in a variety of vehicles attempting to avoid traffic and complete 
different mission objectives which range from simple point A to point B runs to mad 
dashes through the city. Sound familiar yet? 
Yep, the entire game feels like Driver, except not nearly as polished. Most of the 
missions pit the player against the clock rather than the police or enemies, which 
takes a great deal of the thrill out of being a criminal. Likewise, there is no real dan- 
ger of wrecking the various vehicles. Even the motorcycle can plow haphazardly 
through a few buses before showing any real wear and tear. 
Adding to the rough feel of the game is a graphics engine that is dated and ugly. 
Draw-in rates are horrible, vehicles stick to walls and Al cars don't have head or tail- 
lights, making night driving all but impossible. Each of the six environments looks 
like a quickly constructed Hollywood set rather than the city it is supposed to repre- 
sent — players can expect to see the same neon signs and randomly scattered 
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БАМЕ 


A WIDE VARIETY OF VEHICLES 


A ALL VEHICLES BLOW UP "PINTI-STYLE" WITH THE 
SLIGHTEST IMPACT 


ISTHOUR |1570АҮ 


Ж SUMMARY 


"Y HORRIBLE DRAW-IN 
CONVOLUTED MISSION OBJECTIVES 
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spells. You can play by yourself or explore the dungeons with a friend. As you battle 
your way through the game, your character will gain strength, riches and experience, 
all of which will be needed to defeat the bosses — these guys don't die easily! 

There are a few negative points to the game, which should be mentioned. At 
most, there are only 20 + hours of gameplay here; a seasoned gamer should fly 
through this one in no time at all. Some of the levels are extremely dark, making nav- 
igation a bit difficult. And let's face it... you can only hack and slash hordes of ene- 
mies for a while before it becomes a bit repetitious. But even with these bad points, 
Gauntlet Legends is still fun. 

So if you're looking for some fast-paced, heart-pounding action to wile away a 
boring afternoon, get yourself a copy of Gauntlet Legends, strap on your armor, and 
start kicking some evil ass. And yes, you will have fun. 


PSM Ж BREAKDOWN 
FFETTIPEEN | 
= о” 
СТЕСТ 
шы ш 
пазити ом И Е 


CONTROL 


197 HOUR [ist MONTH 


* SUMMARY 


Ж. MANY TREASURES ARE CLEVERLY HIDDEN 
LEVELS САМ ВЕ DARK AND HARD ТО NAVIGATE AT TIMES 
THE ACTION GETS REPETITIVE AFTER A WHILE 


[зш ТІ ТЕСІГІ змо MONTH 


GAME 


A HAS FOUR PLAYSTATION-DNLY LEVELS 
А. THREE ENTIRELY NEW WORLDS ТО EXPLORE 
А. NINE DIFFERENT CHARACTERS TO CHOOSE FROM 














à | Action 





This bike doesn't just acceler- 
ate quickly, it will also drive 
straight through two or three 
trucks without a scratch! 


80:21:06 


obstacles every other block or so. 

Perhaps most upsetting are the instructions given before each level. Vague and 
highhanded, the instructions seem to assume players know the area already or can 
stop and ask for directions. There is a quick glance at an overhead map in the begin- 
ning, but after that only a small heads-up display 
is available, showing the immediate 
vicinity. Too bad, since if you can 
ignore how generic the game 
У feels, there is fun to be had just 
speeding around town. 














4 Ға car has head- 
lights, that means 
you can drive it. 
\ Hows that for 
detail, huh? 


SCOR т 


WHAT DRIVER WOULD BE LIKE IF IT WAS HIT WITH AN UGLY STIE 
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Street SkBer 2 





Electronic Arts 


Micro Cabin 






While there have been a 

ton of new tricks added, you 

4 cant link them together as 
well as you can in Tony Hawk 
Pro Skater. 





The Pool Duel allows you to take on a friend and see who can smash the most boxes in a set amount 


CAN EA BEAT THE CURRENT SKATEBOARDING CHAMP? тегіне: bor wil ton етуі йун wi de 


he once-shallow skateboarding genre has quickly filled up with titles over z > CREATE A PARK 
the past six months. We've seen Street Sk8er, Thrasher: Skate & Destroy — ғын 

and Tony Hawk's Pro Skater. Now, the sequels are starting to show up and the 

first one out on the half-pipe is none other than Street Sk8er 2. 

Building upon the success of the original, 552 is all about improvements. 
There's more tricks, new environments, cooler skaters, improved controls 
and better two-player modes. Sure, that all sounds good, but how does the 
game compete with the best the genre has to offer? | 

When compared directly to Tony Hawk Pro Skater, SS2 comes out ahead 
in a few points, but behind in others. The major difference between the two 
games is the size of the skating environments. The ones in SS2 are generally 
much larger and feature a greater quantity of ramps, rails and levels for you to 
skate on. You can sometimes be skating forward in a level for a good minute and 
Still not reach the end of it. Yeah, the levels are that large! Pro Skater's levels may 
be smaller, but they do have the advantage of showcasing a larger variety of items 
to skate on. So, what's most important to you? A larger selection of things to skate 






















А You can create your own skatepark, save it to a 
memory card and take it over to a friend's house. What 
a great feature to include in a game like this. 





mess up а trick, the game 


оп or a larger variety of things to skate on? Another neat thing about 552 is that if сардары асы 


you feel you can design a better area to skate in, you can. The developers were total score. That makes 
pulling off difficult tricks more 
of a risk. 


smart enough to throw in a mode that allows you to design your own skatepark. 
Granted, the mode is a bit limited, but there's currently nothing 
else like it on the market. 

On the graphics front, Pro Skater takes the slight lead. The 
skater models are more detailed, as are the environments. 
However, 552 leans more towards a colorful and vibrant design ” 
theme, so a lot of gamers may find it more visually attractive. It 
just has that neat arcadey look 
to it—a look that goes hand-in- > Extreme athlete or just 
hand with the game's simplistic another slacker? With that 
controls. While Pro Skater was 92 who cam tell? 
pretty straightforward to get 












- While they aren't 

based on real people, 

the characters in $52 

have their own distinct 
[ 





cial abilities. They can 
also be made 

as you play the 
game more. 


PSM Ж BREAKDOWN 
into, SS2 is even more so. EEI FI | - 
Execution of tricks is a breeze and there's a lot less Ts - m = 
chance of you bailing during an intricate combo. А. Саи RE. EM 
For newbies, a one-button trick mode has also | мноу ятон pu M ee 
been included, which allows you to pull o Ae [eneseurerins | E |e 
higher-end tricks with simple button presses. No, See) = О 

In the end, if you're interested іп creating 
your own skateparks and prefer grinding through 
huge levels, then Street Sk8er 2 is definitely for you. It 


doesn't quite provide the same overall challenge, level [t] A М Е ж 5 у M M A R Y 


variety or number of combos that Pro Skater does, but | A LARGE LEVELS PROVIDE PLENTY TO PLACES ТО SKATE THE MUSIC, WHILE PLEASANT, ISN'T THE GREATEST 


it's actually easier to get into. And when you're trying to ; А. BUILDING YOUR OWN SKATEPARK IS AN ADDED PLUS ^ THE COMBO SYSTEM ISN'T AS FLEXIBLE AS PRO 
bring skateboarding into the mainstream, that's cer- Д А LOTS OF SKATERS AND BOARDS TO UNLOCK SKATER'S. 


tainly a good thing. So, while Tony Hawk still reigns 4 - - - = 
supreme as the ultimate skateboarding title, SS2 4 5 
does manage to pull off enough new tricks to 1 1 RE 


impress the fans. ~ NOT BETTER THAN PRO SKATER, BUT AMAZINGLY CLOSE 
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Үз more бап. 1 gun. It's blow and d 
go. Evil super battle ship Dante has been 
dispatched to blow up the planet. ee 





8 Program олово Bandai Co, На. Distriblted by Banda 
. PlayStation and ће Pl 
Inc. Used under license by B 
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Front Mission 3 


Іш 
PUBLISHER 
Square EA 


DEVELOPER 


1 Square 


Ё ТҮРЕ ПР GAME 
Strategy 







< In a worst case scenario, you 
can eject from your mech and 
try to steal another one. 


LEARN THE STRATEGY BEHIND MECH COMBAT 


he Front Mission series has long been popular in Japan and is now finally 
making its trek over to the U.S. Set in the year 2112, Front Mission 3 fol- 
lows the life of a young test pilot named Kazuki Takemura. During a routine delivery 
of newly created Panzers (mechs) to the base of the Japanese Defense Force, he 
and a friend witness an immense explosion. Following the event, Kazuki learns that 
his sister, Alisa, has mysteriously disappeared from the base without a trace. Now, 
with the help of his friend and a rebel scientist, he will have to peace together the 
conspiracy behind the explosion and discover the whereabouts of Alisa. 

Unlike a majority of Square's previous titles, РМЗ is almost strictly strategy- 
based. There is no real world exploration or “typical Square” RPG features to be 
‘ound, aside from the purchasing and equipping of items. The game takes place on 
numerous grid-based environments, with varying levels of height, while combat is 
turn-based and relies on the careful deployment and positioning of piloted mechs. 
n between the different scenarios (there are around 70 of them), in-game cut- 
scenes lead the gamer though the story. 

However, despite the cinematic charm of these cut-scenes and the strength of 
the background story, FM3 falters in one key area. To be quite blunt, the game 
sometimes doesn't really feel like a game at all, but more like a slightly inter- 
active movie. You see, aside from the combat scenarios and the occasional 
equipment/weapons adjustment, there is no real player involvement. You tend 
to just sit there and watch the story reveal itself at its own pace, just like you 
would in a movie theater. Due to this, however, the game is quite easy to get 
into and has a brilliant learning curve. You're never left wondering what to do or 
how to do it. Everything is taught to you in some form or another. 

Combat-based RPG fans who have enjoyed the likes of Kartia and Final 
Fantasy Tactics should have plenty of fun with Front Mission 3. Just don't 
expect to see the same level of character development and environment vari- 
ety. There's also the obvious lack of a fantasy setting in favor of a more futur- 
istic, science-based one. For the most part, though, this is a well-crafted title and is 
a great place for budding strategy gamers to get their feet wet. Expert gamers, how- 
ever, may want to try another pond. 











A The item/weapons purchase and upgrading А Training levels teach you the basics of mech 
interface is very clean and easy to understand. |, so anyone can get into the game easily. 








REVIEWS x7 


Pos 


4 In the future, 

mech suits can be 

found in any part 
of Japan. They are 
used for combat and 
construction purposes. 





























У In-game томе 
segments push the 
story along and intro- 
duces players to all the 
new characters. 


por a 
A Using terrain elevation to your advantage is very important 
in battles. Head to higher ground as soon as you can. 





4 Like in real life, valuable information and reports can be 
found on the web. 
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Ж SUMMARY 


STORYLINE KEEPS THE GAMER GLUED TO THE SCREEN 
CINEMATIC CUT-SCENES ADD ТО THE ATMOSPHERE 
LOTS OF STUFF ТО CUSTOMIZE YOUR MECHS WITH 


омо WEEK 


GAME 


THERE REALLY ISN'T MUCH PLAYER INTERACTION 
THERE SHOULD HAVE BEEN MORE LEVEL VARIETY 


A GREAT TITLE FOR STRATEGY GAME NEWBIES 







GET THE HOTTEST GAMES 
AND FREE STUFF EROM — 
SQUARESOFT ! 





PA M 
7 MUSICSELECTION 7 





FREE KNAPSACK! 





When you purchase each game, you'll Pre-order all three games at the same 
receive an exclusive FREE Music location and receive a FREE SQUARESOFT 
Selections audio CD" for that title Summer of Adventure 2000 Knapsack" 


"While supplies last - see participating retailers for details, 


== ^ Babbages" Funcoland  software(p 


America's Software Headquarters 





© 1999, 2000 Square Co., Ltd. А! rights reserved. SQUARE SOFT and the SQUARESOFT logos аге 
registered trademarks of Square Co., Ltd. Legend of Mana, Threads of Fate, and Chrono Cross аге 

А trademarks of Square Co., Ltd. PlayStation and the PlayStation logos are registered trademarks of Sony 

SQUA RESOFT Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association 

Music CDs wil be distributed when each respective video game title is purchased from participating 
retailers. Summer of Adventure 2000 Knapsacks will be mailed to qualified recipients no later than 

www.squaresoft.com September 30, 2000. Quantities for all Summer of Adventure 2000 merchandise are limited. Offer good 
Published by Square Electronic Arts L.L.C. while supplies last, Sony Computer Entertainment America Inc. takes no responsibility for this offer. 
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Now that we've probed, prodded, 
know the PS2 in a biblical sense, we 
we're going to pass that knowledge on 
this stuff is hands-on, so you know 

from experience, instead of talkir 
1 (which we haven't done since last 


THE GAMES! 


Okay, we hear you — “Enough 
with the pictures of the PS2 from 
every angle, we want games!” 











eah baby, this is what it's all about! 

Giant freakin’ features like this is 

why we get up in the morning, f 
especially where PlayStation2 is concerned. Call 
us crazy, but we're still buzzing from finally getting 
ош Р525, so every screen we took was a joy. 














PlayTested! 














ni Hanos on Examination ~ шшш 

ЖТТ SCORES — e detail nook and стаппу 50 пуз new only demos, but we still give our two cents. | 
haa: "dus ы riving Emotion Type-S .......pg. 44 | S 
then talk dirty to it in an effort to find out every tiny litle | еккен | E 
ig ere к in шге PS rr Nc M сс, u 
ERE Ee os Т Paradise... 5 

PS2 Operatinc System ru 





i Coming Soon 


— 
o % 
These are some of the top games in develop: 
ment. We've even got a few bona-fide exclu- 
sive first-looks in there, so check ‘em out! 


Screen ‘ Size 


























= 

flsour our Review SCORES... Ime 
| ГТ thought you would find it interesting if we Aes we MU Re m = 
rated each of the PS2 games that we've gotten + Those girls got a whole lotta shakin’ goin’ on! = 
а chance to try out. However, please keep in mind that -ororen masama pat Н y 
these scores are based only on our first impressions, Ена аса o“ o 
and our opinions could dramatically change when we | 25775 Early Score: 7 ~ т 
play final versions of the games. Just keep that in mind! / 10 d E a 
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RıDGE Racer U 


Easily PS2's top 
launch game, but 
hot quite perfect 


t's only fitting that the PlayStation2 
launch with a Ridge Racer title, 
since the original RR released 
alongside the first PlayStation. Now, like then, 
Namco has given Sony its most impressive early 
display of what its new system сап do. This 
game is beautiful. You'd pay just to watch some- 
body play it. Having said that, though, it still 
could've been better. 

To release alongside the PS2, Namco had to 
cut a lot of corners. Most disappointingly, 
they've gone back to the single branching-track 
design of the early AR titles. This is a definite 
step backwards from R4, which had many dif- 
ferent tracks, with each one being incredibly 
well-designed and unique looking. There’s also a 
little bit of pop-in, which shouldn't happen 
a On the plus side though, the actual racing 
and handling of the cars is fantastic! It's classic 
Ridge Racer stuff — very arcadey, with power 
slides galore. Also, the analog face buttons on 
is the DualShock2 are used well for braking and 
gas. Hardcore Gran Turismo sim-freaks might 
pop a blood vessel or two at how the physics 
work, but it's just great, fast fun. 

The only other real drawback is the poor pre- 
sentation of key information. First of all, the cars 
aren't clearly labeled as Drift or Grip, so when 
you first pick one, it's a guessing game. Even 
worse, there's no quick reference way to keep. 
track of which cars you've cleared the game 
with, or which Gran Prix you've beaten. This type 
of thing makes it frustrating when you're trying 
to clear everything in the game. 

Overall though, RRVis easily the best-looking 
racer ever, and it's also one of the best playing — 
there just isn't too much depth. With more time, 
Namco could've made it the best racer ever. As 
it is, it's a great early showpiece for the system, 
but the fun only lasts so long. 

















— Chris Slate 





+ The graphics are sweeet! 
+ Fast, fun arcade control 
+ Great presentation — | want to live in Ridge City! 
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Develop: 
Available (Japan): Now 
Type: Arcade Racing 
# of Players: 1-2 _ 
# of Discs: 1 



































PSM Breakoown | 


| e The game moves at a 
constant 60 frames per 
second, which makes for 
one fast, smooth ride. 


ЕС” 
If you сап beat the best 
times in the Time Attack 
mode, you can challenge 
the previous record hold- © 
er to a duel for his car. 


Depending on the 
car you choose, 
your speedome- 
ter looks different 
- а nice touch, 





Do these cars look 
sweet or what? 
The back wind- 
shield even reflects 
^ the background. 














Using the PS2's advanced lighting effects, Namco has made 


4 ж DN 
| Race m orning, it possible to race each course at three different times of the 
2 П 4 ПІ ІН day, The effect is super-cool, and adds a bit of variety to the 
5 00П Ш] 5 action (letting Namco get away with recycling its courses). 


Ji 
















I miss the wide variety of tracks in R4 
There's some background pop-in — a no-no for PS2 





Critical information should've been listed more clearly 












Now you can also earn new engines as well as 
cars. Keep winning and you'll earn multiple engines 
for each car, taking you to dizzying speeds. 


Choosing a car has never been this difficult — they 
all look so good! You can spend hours just drooling 
over them, as they spin in full 3D glory. 
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LAP ЗЕРИ ~ 
ва“ аов 


reas РТИ АЛА СИЗ 


SELECT GAME MODE. 


The true beauty of this game is in the details. | қ ШЕК, | poor 
In classic Ridge Racer fashion, the backgrounds 
come alive with helicopters, trains, and so on. 


Ri Fukami: The 
Пеш Race Girl 


While fans were initially miffed that Reiko 
Nagase, Namco's former race girl, had been 
replaced, we can't imagine them arguing now. 
Ai Fukami is one hot mamma-jamma 
Unfortunately, so far we've only seen her 
appear in the opening intro, with a couple 
cameos on menu screens. That just ain't 
enough — we want more Fukami! 








ly, we 
ly, we 


Although the PS2 is a powerhouse, 
op-in" on the horizon in some plac 
that’s what happens when а game is rush: 





Before the race, Namco shows off with fly- 
bys of the course. No matter what angle you 
view them from, the courses are amazing. 











Of course the first-person уі 
and it really gives you an incredible feeling of 
speed. But you can’t see your beautiful car! 








A Can you believe that we've finally got 
а system capable of rendering so many 
sexy curves in real time? 








4 Unfortunately, 
outside of the 





intro, 
about all you'll 
see of Ai in the 
game. Н still 
pretty damn 
cool, though. 
zm The Replay Mode is every bit as good as cem 
you'd expect, and you can even: choose dif- Recognize this stretch of road? Many ele: 
ferent camera angles on the fly. Racer tracks have been redone in full Р52 gl 
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TREET FIGHTER Е 


Я 3D fighting game worthy of the ғалы” 
Street Fighter name т=н 


weapons, while others don’t. I’ve 


Ё E 2 never really agreed with it, but it cer- 
he EX series of games hasn't received much tainly doesn’t Sike long to get used to. 


acclaim in the U.S., but things might be about 

ix to change. With Street Fighter ЕХЗ, Апка is 

finally coming to grips with 3D, and managed to improve 

upon a lot of the problems found in the first two games. 

Those of you who have played the previous EX titles will 

feel right at home here, as the basic game hasn't changed 

much. There's just a lot more eye candy floating around the 4 5 
screen and the characters are much larger. Also, the respon- 2 

Siveness of the game has been improved by quite a bit, зо | ER | 
there isn't that much of a lag between inputting a command ы Ыы 


and seeing it preformed on-screen. It's isn't quite Alpha 3, but In the standard mode, you can add 
it's getting there members to your team if you defeat 

A ; : А 3 them. If there's a character you're not 
As with several other titles in the PS2's launch library, EX3 very good at playing, just don't let 


appears just а little bit rushed. Slowdown tends to rear its. fhem fein. It's that simple. 
ugly head whenever there are more than three characters on- 
Screen at a time. It also randomly appears during the most layer Select __ Original Mod 
unpredictable moments in the game — you can't ever really hs 
uo tell when it might show up. Also, graphically, the game could 
E have been a lot better. Considering the power of the PS2, the 
t backgrounds should have featured more detail and charac- 
UA — ters should have had higher poly counts. What's here is ade- 
im: quate, but there's no way that this game can compete with 
the likes of Tekken Tag Tournament or DOA2. 
e Fortunately, Capcom should have plenty of time to fix 








"ЕЕ ЕЕЕ 
быыл 








аш 








+ It plays fast and sharp, just like Street Fighter should 
+ The new tag and four-player battle features rock 
+ Мап, | still love those classic SF characters 










- Some of the characters are a bit underpowered... 
- ... and some are just bland, and don't fit in at all 
- What? Slow-down on PS2? C'mon, guys... 












= some of these problems long before the PS2's U.S. launch. |. fiag sill think that theres a couple of 


. can deal with the graphics issues, but the slowdown has got vet, but here's a look at all the ones 


іл! to go. The balance between the characters could be Weve unlocked елде 


tweaked a little, as some of them just can'tcompete — : d - 

that well with the others. Those things aside, how- H With the PlayStation2, you're going to see a lot more time 
ever, this is a very solid fighting game and should It Sure IS retty spent on special effects and creative uses of lighting. 
greatly compliment the U.S. PS2 launch this Fall. | Virtually every game is going to make you say “Wow! That 
And with the waning popularity of the Street | [0 look a looks cool." Here's some of the prettier moments in EX3... 
“7 UE "am; 











Fighter series, it's certainly nice to see a title that “ли 
just might rejuvenate things a bit. 










— Stephen Frost 


While the backgrounds 
look great, they don't seem to 
belong in the Street Fighter 
universe. Capcom should have 
just taken the classic 2D back- 
grounds and made them 3D. 





КЕТ, ла - d 


















Publisher: Capcom | A Ryu' classic Super Hadoken А Executing a tag-team attack A Even the standard punches and 
Developer: Arika X | fireball looks even better on ће awards you with barrage after bar- kicks look impressive, because 
Available (Japan): Now X | PS2. You can't beat the beautiful rage of flashes and explosions cou- you always get that neat-looking 
WEDEIBDNHEEO | explosion coupled with the light pled with surreal colors that swirl explosion that normally only appears 


that it casts on the characters. | around in the background. in Tekken games. 


# of Playe 
# of Discs: 1 


Tag me in! 


It seems that all of the initial PS2 
fighting games will feature some 
sort of tagteam fighting, and 
Street Fighter EX3 is no differ- 
ent. After selecting the two char- 
acters you want to play with, you 
сап call in your partner at. any 
time just by hitting. R1 + R2. 








ААА you feel that your health is getting dange: low, just call in a fresh team member to take over. If your power bar is 
full enough, you can also Hn off team attacks, which xen crazy flashing special effects that could very well melt your eyes. 
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Type: 
# of Playe 
# of Dises: 1 


It’s а small 
detail, but one 
of my favorite 
things about 
Tekken Tag is 
just how good 
all the ground 
textures look. 












Check out how great this grass 
looks! This is already my favorite level 
in the game, and they all look good. 









Check out the reflections of the neon 
signs in the puddles! The detail in 
these backgrounds is amazing. 















Notice how smooth and curved the 
folds of clothing are — and they even 
move around when уоште hit! 








Publisher: T&E Soft 
Developer: T&E Soft 
Available (Japan): Now 
Type: Sports 


# of players: 1 
# of dises: 1-4 


Can TGE reach Golfing 
Nirvana on PS2? 


esponsible for the patchy and 

utilitarian Augusta Masters on 
N64 and Jun Classic on PS, T&E Soft has 
a questionable golfing heritage at best. Its 
PS2 debut, Golf Paradise, will be looking 
to up the ante a bit, but early play reveals 
there is some work to do with the frame 
rate — the demo was a tad choppy. 





Publisher: Namco 

Devetoper: 

Available (Јај 

СНО 
1 














The caddy is recommending a 5-iron out 





You select from seven playable char- ef the rough. Here goes nothing. 

acters and, as you progress, your skill 
parameters increase. The course con- 
struction mode offers up seven COUSC > rag sticks 
types (from Links, to forest, to lakeside) at = ШӘ 

Р : tried-and- 
four difficulty levels and hole settings, аи 
including par, elevation, number of ley grid for 
bunkers, wind strength, depth of rough, fee, 9'ee^ | 


and quality of fairway. With dynamic 
weather that changes from clear to 

cloudy to rain (along with seriously- 
reduced visibility) and an active 
gallery, Golf Paradise could turn out 
to be a very decent golf game, par- 
















* Has a comprehensive 'make your own course' feature 
+ A good array of courses, each with their own challenges 
* Lots of different play modes are in the works 








ticularly if they fix the frame-rate 
and include all the proposed ten 
different game play modes. 








- The frame-rate is poor at this early stage 
- The characters are okay, but generic-looking 
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"уе played several versions of this game over the 
my initial impression hasn't changed — it's Tekk 
most beautiful version ever. Analyzing this game isn't ex 
The tag feature is a great addition, and seems to be all 
first three PS2 fighters all have a tag feature). However, 
grand scheme of things, as this is basically the same Te 
playing already. It is gorgeous to look at, though — not ligt 
Caliburand Dead or Alive 2 on Dreamcast, but still better. Ho 
suffer from some jaggy lines, much like Ridge Race 
game in any way, but be warned if you're the уре to nit 
If you're a Tekken 
fan, then this game is 
every bit as good as 
you, could've hoped 
for. It's more of a stop- 
gap game in that we 
won't see any true 
PS2 enhancements 
until Tekken 4, but it'll 
make the wait for a 
true sequel a lot easier. 
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+ Really nice graphics, especially the lighting effects 
+ The tag feature is much deeper than in SFEX3 
+ 5 Tekken on PS2 — ‘nuff said! 



















» The are some jaggy lines that need smoothing out 
How do you do that zillion-hit string combo again? 
If you wore out Tekken 3, the tag feature will only last you so long 


РІП” Early Score: 8/ 
0/10 








— Chris Slate 
































ESSEN 
Confusing, but cool EE 


ne of the first titles to 

a release early movies on the 
web, Kessen had us all salivating. 
Kessen continues Koei's line of 
wargames set during significant peri- 
ods of Japan's history. 

One of the best features is the 
ability to zoom the camera right 
down to the hand-to-hand combat on 
the field. The effect really involves 
you in the battles and, while a lot of 
the animation looks very stiff, it's 
kinda cool to see stuff that close up. 

You can't help but be impressed 
with this game. There's a huge array 
of troop, weapon, attack types and a 
strong story line (set during the 
Tokugawa period) to bind it together. 





A Attacks are both vicious and tasty- 
looking (but who would have guessed 
Japanese warriors had green blood?) 


— Мах Everingham 









Ж 
+ There's so much going on — and it looks great! 
+ Great blending of story and action 











A This is the interface for 
selecting your attack and 
deciding who gets to enjoy it. 
The yellow marker indicates 








= Possibly too many cut scenes? 
- Non-Japanese speakers will almost definitely have to 
wait for the U.S. release — it's not a good import 





РУТ" Early Score: 





--Мах Everingham 
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ап enemy commander. 





PSs Early Score: 7 /! 0 
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NU Sue 
Type-S 


Square’s first PS2 racer left 









Easily the most unique aspect of Driving 
Emotion Type-S is its Driver's Eye viewpoi 








FE ith mixed ti 2 0000 

| 4 m [ Us WI m Ise emo. fons = plete with motion blur), as well as real-time light- 
| E “ ony held two launch events in Tokyo over the weekend of 4: Square hopes Н жуы ы пала ing on the dash, [ua e чө 
| u = Магећ 45, erat was at one of them that we got totake Yims, bar as CESS К RU pud. instrumentation. Plus, the mem 9 
| Square's first PlayStation2 racer for a spin — literally. а lot to be desired. each car is recreated right down to the slits in its 
| From the moment | brushed the analog stick going about 30 mph, air conditioning vents. 





any hope of controlling my sub-compact hatchback flew right out AR SELECT 
the window. | went spinning into a barrier, pulled a few doughnuts T TIT pos 
we MP Came S 


backing up, and 4 few more attempting to negotiate the next turn. AP 
No doubt about it: at least for a first-time player, this is the most 
unforgiving racer ever. 

Compounding things further was a significant delay between mov- 
ing the stick and your car actually turning, not to mention the fact that 
accelerating past 40 mph requires grinding your thumb into the X but- 
ton to the point of discomfort. Hopefully, the final version will contain a 


i 4 The game features more than a 
mode to adjust analog control across the board. десс reel world бали и eM 


| сағ time 
о0:44:8 59 






















































Күз The game actually looks really good, with а nice, smooth framerate, the likes of Toyota's new МЕ-5, that 
ерт and the in-car "Driver's Eye" mode is simply stunning. You not only see Рог! awesome detail. | Ж, 1 
2 20 lands on the wheel moving realistically, but dynamic lighting on Aquen Se ah нео uo EE ‘windshield 
Ua — the dash, reflections on the windshield, and natural head movement reflections, are used to heighten the experience. 
NI around turns. The courses themselves are a little on the plain side, but Pug а ОЕ Р ПОЛИП 
== there are some cool trackside effects (such as fireworks) and the саг 
e detail is precise. 
in) lot surprisingly, Square has delayed Driving Emotion by a couple of 








| weeks following the public's first chance to play the game. Hopefully 
FU this is a sign that it has taken player feedback to heart and will correct 
the glaring control issues prior to release. 





E 2 Some of the courses are a bit plain, 
Randy Nelson but the nighttime circuit course is 
downright awesome. 








> The provincial road course 
boasts lots of tight turns and a gor- 
geous particle waterfall, т The two-player mode и А д v 
repudium dr aM А Each car's cockpit has been meticulously recreat- 
ЦАНА УН йынын ed, right down to the working gauges. 


ing fog of Ridge Racer V. 





Publisher: Squaresoft 
Developer: Escape 
Available (Japan): Out Now 
Type: Racing Simulation 
# of Players: 1-2 
# of Discs: 1 























+ Super-realistic in-car view 
+ Nicely modeled cars, and a good selection of them 
+ Some cool track effects, such as waterfalls and fireworks 















4 
Great аНеп- 

tion has been paid 
fo the game's spe- 
cial effects, includ- 
ing some of the best 
headlights ever. 


It's nearly impossible to control your car in turns 
- Accelerating to top speed is murder on your thumb 
- For the most part, the courses are very sparsely detailed 










PLAY 
TESTED 
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SNOWBOARD GU ERH ees 
| Release Date (USA) 
С T 


pe: Snowboardin 
# of players: 1-2 


Finally: a fast, PUER 
arcade-style It Looks So Pretty... 5:75 оти е storage a 


lighting or particle effects to speak of, апа it all just 


snowboard дате е = к = ` adds to the great atmosphere of the game. 


ithout a doubt, EA is putting a lot of 

energy into its PlayStation2 projects. 

Some of them, like Snowboard 
SuperX (SSX), have been in development for over 
two years and it shows. Based оп the. sport of 
boardercross, SSX is an attempt to capture the 
thrill and challenge of downhill snowboarding, but o 
in an arcade-style game. x ~ à Mc IAE өы сар 

Despite the release date still being a couple of “же! ) E -——— 

months away, SSX shows great promise and 5 C 
potential. The early version we played had its 
expected share of bugs and missing features, but 
two key things were present: beautiful graphics 
and a high framerate. The game plays quite 
smoothly, and aside from the occasional híccup, 
runs at a near-constant 60fps (the standard for pret- 
ty much any PS2 title). There's also plenty of eye- 
candy and fancy lighting effects to be dazzled with. 
А great example of this involves one of the SSX's 

















































up 


The characters vary in size 
апа ability and feature dif- 
ferent kinds of riding styles. 
Some are good at picking 


ЕСЕТ 
жаы TE 























e 5 m 
numerous jumps. The project producer hit a ramp —= 
just right and started to flip his character upside = 
down. At the height of the jump, the background а өшеп een 25% 
lights kicked іп and а barrage of fireworks explod- when КЕН а = 
ed in the air. We were impressed, to say the least. Hu RU ike 2) 

$ Я music tom 
After taking the controls ourselves, we were also fades out e 
surprised at how intuitive they were. Sure, о. ШЕ ү. ES = 


far behind, mak- 
ing each jump 
spectacular. 


improvements are still being made, but the game У Ment d s 
article-based snow gets kicked up anytime you 
was really easy to get into. As a comparison, SSX | саме your board өк make a jump. "and, unlike in 
plays similar to the Cool Boarders series, but other games, snow really does feel like snow, and 
theres been aloumore ime soem one not ice. You can really sink down in the powder. 
sensation of speed and the overall 
course designs. Everything's 
been taken to that next- 





While the game 
isn’t really com- 
bat-based, you 
can push over 


generation level. And other snow- models, th 
since there wasn't any А А ` F sahing ery 
pressure to get the к У 

game finished for the ~ . Pee = ` else does a 


snowboard- 
ing game 
that they i ? ч really need? 
can do \ 
the same 


Р525 Japanese 
launch, there's gonna 
be plenty of time to 
make sure that it's very 
polished and balanced 
before it does get released. 


— Stephen Frost 


+ Beautiful lighting and particle effects 
+ Fun arcade-style controls and a slick interface 
+ Wipeout-style track designs with lots of jumps 





At this early stage, there are a few rough edges 
- Many of the game's features weren't in yet for us to judge 
- This game will rock — our final score could be even higher 








PLAY 
TESTED 


e 





GRAN TURISM 


Cars so real, you can almost see their 


m e 


ne of several such discs handed out at 


sticker prices 
PlayStation Festival 2000, the playable sampler. 


E of Gran Turismo 2000 15 limited to one car, one 


course, and a 90-second time limit. As it stands, the game is 
more or less a one-to-one conversion of Gran Turismo 2 in 
terms of options and control, so fans of the first two games 
will know what to expect in that department. The analog 
acceleration in the demo was a little unforgiving; you really 
had to grind the button to go at top speed, so there'll hope- 


| 
| 


А 
а 





tion of the game's menus. 
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Full-motion background video gives 
cool, polished touch to the presenta- 





fully be an option to adjust this in the final version. 

In terms of the visual treatment, there's absolutel 
mistaking that this is a PS2 game. The car models them- 
selves are probably the best I've ever seen in terms of over- 
all detail, although it still bugs me that the windows aren't 
transparent. Some of the new special effects are absolutely 
mind-boggling, especially the slowly dissipating tire smoke 
and the sun that peeks out behind clouds and buildings — it's 
far more realistic than lens flare ever was. On the downside, 
the environments still leave a lot to be desired, looking like 





ly по 











pump ир the game's realism level — in 
some instances, you'll be rubbing your 
eyes in disbelief! 















А There are still the same number of com 
but there's absolutely no draw-in or slos 





The new lighting effects really help 





= better-textured versions of those in G72, with two-polygon а 
trees and totally flat buildings. Thankfully, there's absolutely 
T no slowdown or draw-in to be seen, which really helps the 
A overall racing experience. 
= In the end, the demo left me eager for what will surely be 
e a faster and significantly prettier version of a game I've come 
=ч to know and love on PlayStation, albeit with little else to offer 
pu GT veterans in terms of actual gameplay advancements: 


— Randy Nelson 


> The cars and special effects 
have obviously received the 
most attention — the back- 
grounds, on the other hand, 
aren't as vastly improved. 


< Spinning your tires causes incredibly 
realistic smoke to waft up and gently 
dissipate in the breeze. 











Publisher: Sony CEI 
Developer: Polyphony Interactive 
Available (Japan): Spring 
Type: Racing Simulation 
# of Players: 1-2 
# of Discs: 1 




















+ Insanely detailed car models 
+ Beautiful reflections, smoke, and realistic sunlight effects 
+ Constant 60 frames per second and no draw-in 





» Environment detail hasn't improved vastly over 672 


- The gameplay and car roster will likely stay unchanged 
- Hopefully, the analog gas sensitivity can be adjusted 



























к= 
5 


2 The replays look better than ever, and really 
chance to appreciate the amazing level of detail oi 


Time toit 
8255. 





= Тһе Gran Turismo 
series is known for awe- 
some car physics, and 
this PS2 upgrade surely 
won't disappoint. 


^ Racing from inside 
fhe car delivers seat-of- 
your-pants thrills, but 
you miss out on the 


Time Пай 
ultra-cool car models. 


Шаш | 
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Publisher: From Software 
Develo} From Software 


Available (Japan): Now. ANTAVISION 
Type: 1st Person Action/RPG 
# of Players: 1 
# of Dises: 1 


fiverage puzzler, above- 
average graphics 





















PS2's first action/adven- 


ture game 1550-50 at best E here's no doubting that 


Fantavision is a unique puz- 
zle game, not to mention an awe- 
inspiring one to watch. Play it, how- 
ever, and it starts to become repeti- 
tive and frenzied far too quickly, 
resulting in an experience that's 
unfortunately more rewarding to 
watch than it is to be a part of. 

Don't get me wrong — the 4 The basic point of Fantavision is to 
fireworks really show off the PS2's каш Ле ta Бы tea ы 
particle effect capabilities, which are then detonate them with the circle button. 
tops. Unfortunately though, the 
gameplay just doesn't scream "next 
generation" in any way or sense. 


he first thing you notíce about 
this game is how incredibly 
slow-moving it is. The pace picks up 
after beating the first boss, which earns 
you the ability to run, but it takes an 
eternity to actually track the guy down 


(at least it seems that long when you're 
walking so slow). Monsters run right up to you, then slow- 


Some of the monsters look okay, Hem мин һе cid boner e уои pummel 
and there are times when you spot à 

nice environment that really makes you 
want to like this game. But the fact is, if 
we weren't still buzzing from the excite- 
ment of the PS2's launch, we wouldn't 
give this garne much of a second look. 















































—Randy Nelson 
— Chris Slate 








———— 


Ж 
+ Beautiful particle explosion effects. 
+ Weather effects and viewpoint options in the replay 
+ The game is actually a very unique concept 























* It moves at 60 frames per second 
+ The monsters and environments are...adequate 
+ It looks better than it would have on PS1 In between the dungeon crawls 


(and 1 do mean crawl), you'll come 













A One you've finished a 





Yooouuu mooove sooo slooowww... across sparsely populated towns, - Gets more repetitive than other puzzle games level, you can replay it, 
Fighting is boring, especially with your sword with a few chances for conversation. z Difficulty ramps up very quickly changing the camera view- 
- Can't... fight... sleep. 22277. More fun to watch than play for the most part point and weather effects. 























i РУТ" Early Score: PSM’s Early Score: 

















Publisher: From Software 
Developer: From Software 
Available (Japan): April 
Type: Action/Adventure 





Well, it’s not exactly “Zelda on Sometimes (he 
PlayStation2” — not by a longshot улы 


nice elements like 


~ n с thi: rfall. 
ou e've only had a chance to play a brief demo disc of this game, but we were stad 


Still left fairly underwhelmed. As a huge Zelda fan, l'm pretty stoked at the 
idea of playing a similar action/adventure style game on my PS2, but this ain't it. 

My biggest complaint is that it's just plain hard to get around. While you're run- 
ning, everything's fine, but doing that drains your energy, and then you have to walk 
until it refills. You're constantly running for five seconds, then slowly walking, then 
you get to run again, and so on. It's like a dull knife through the brain. 

The graphics actually look pretty good, albeit a little plain. The grass is nice, and 
the character is fairly smooth and well-rounded. Later levels include cool rain and 
wind effects, which look awesome. Casting spells look especially nice, with blue 

lights spiraling all around. 
Only time will tell if 
Evergrace сап be 
shaped: up into а real 
winner, but | have to 


+ Nice graphics; pretty environments. 





+ There seem to be lots of cool spells and items. say that playing the 
+ It's always nice to run around at 60 frames per second demo actually lowered 
my expectations. 

| = Why can't | just run as much as | want? Hopefully Japanese 


о | "There weren't very many enemies (at least in the demo) У 
- No jump button — in this type of game, l'm constantly wantingtojump | gamers will tell the 


developers what to fix 


| and hopefully, th 
PSIn’s Early Score: 5 | паста на о 
10 Run, its an S&M Big Bird! At first 


| 
| — Chris Slate glance, goofy monsters like this seem out 
| of place in such а serious, moody setting. 
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wrestling game could ever make that 





CL 2000 


EA takes professional wrestling 
out of the ring and onto PS2 


We catch Goldberg during one of his 
pondering moments. Не% actually a very 
sensitive man, whenever he’s not beating 
up someone or smashing cars. 


very few years, a game comes 

along that makes a unique impact 

on its genre. And often, with that 
impact, becomes a major influence on all future 
titles. It's still far too early to tell, but we think that WCW 
2000 just might be one of those games. Obviously, as 
you're reading this, you're probably wondering how a 
much of a dif- 
erence. They're basically all the same, right? Wrong. 

(CW 2000 is perfect proof of this. 

What differentiates this game from the handful of 
other wrestling titles out there is the fact that it won't 
eature a ring. Yup, you heard us right. The game won't 
ауе a wrestling ring in it. Now, before you start running 
around and freaking out, let us explain exactly what that 
means. Just because there isn't a ring, doesn't mean 
that WCWA2K isn't a wrestling game. At its core, it's very 
much a wrestling game. It just approaches the genre 
rom a different angle. You'll still be able to perform all of 
your favorite ring moves and finishers — you just won't 
e doing them in the confines of the squared circle. For 
example, instead of throwing someone into the ropes 
and have them bounce back at you, you'll be throw 
them into some tires and have them bounce back at 





you. The situation may be dif- 
ferent, but the end result is the 
same. And thats what this 
game is all about. It's taking 
the player out of the setting 
they're used to and putting 
them into new environments 
with more possibilities. 

Now, the challenge for the 
developers was to get that wrestling arena feel, despite 
the fact that all of the fights would be taking place on the. 
outside. The first step was to make sure the crowd was 
involved. As we all know, crowds play a major role in 
wrestling — they add to the overall excitement. And 
that's why you won't find an area in this game that does- 
n't have a huge crowd of people cheering and booing. 
The next step, as they like to say, is in the details. 











will have to include some very believable and interest- 
ing environments to wrestle in. There can't be any more 
rooms with single textures of cars pasted on the walls. 
Everything needs to look real and be able to be interact- 
ed with. Fortunately, looking at these early screenshots 
and talking with the developers, that seems to be the 
case. Backgrounds aren't the only things that are getting 
the PlayStation2 treatment, though. The wrestlers, 
themselves, are going to sport an uncanny amount of 
detail. Thanks to an extremely high polygon count 
(7500), and a new process called cyberscanning, each 
wrestler will very closely resemble his real-life counter- 
parts. They'll even sweat! 

The developers have their work cut out for them. 
Not only do they have to make a high-quality wrestling 
title, but they also have to convince all the hardcore 
wrestling fans out there that the ring is not that impor- 
tant, the experience is. Here's hoping they succeed. 





Each of the objects in this screenshot is put there for a rea- 
son. You can interact in some way with everything you see, 
from fighting on the truck to picking up the nearby tires. 





— Stephen Frost 


Is It Real, Or Is It. zz 
Playstation2? 


However, this is already a 
step in the right direction. 

As developers come to grips with the PS2 hardware, we'll start to see 

more and more realistic-looking characters. Eventually, the line 

between reality and real-time may start to blur a bit. WCW 

2000 is a good starting example of this, as it will feature | 

some of the most detailed characters to ever appear in a 

videogame. Each one will sport an impressive 7500 poly- X 

gons, which allows the developers to add little details 

that will enhance the overall game. You'll see , 

sweat, moving hair and realistic lighting, along & 

with smooth motion-captured animations. 









< While this polygonal model of Goldberg 
features an impressively high polygon 
count and detailed textures, it is by 
no means the best representation 
of what the final character will 
look like. EA will still have 
plenty of time to improve the 
detail in the body, such as the 
muscles and fingers. 





In order for this whole no-ring idea to work, WCW2K | 
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Publisher: E с Arts 
Developer: EA Canada 
Available (US): 04 2000 
Type: Wrestling 3 
* of Players: 1- B 
# of Discs: 1 


Here's an aerial view of 
main environments. Notice 
ош" be able to interact with 
fighting areas can get. 


It looks like several 
feature raised levels to 
diving off an eleva 
someone dead-on wi! 


The crowd has always been | 
of wrestling, so this game 

spotlight. There's going. 
response and movement 


mav 2000 
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сіп all, WCW 2000 will showcase around . 
.five main wrestling environments. There. 
“will probably be smaller arenas you can | 
access to, but the majority of the fighting 
will take places in these larger areas. Since | 


the game is in the early stages of develop- 


| ment, most of these larger areas still only- 
exist on paper. Fortunately, we have access | 
to the artist sketches and can present you | 


with some of the initial design ideas. 


Parkade Level ваља d parking 
jarage, this dod will. incide a 
AS number of crowds and vehicles. 


We just hope you can smash people 
windows. 


through car 


kers We know what you're 
thinking... you've always dreamed of 
wrestling in an auto junkyard. Well, 
пеш youll be able 1o ш relive that 
scene from Superman Ill. s 


Boiler Re We showed what this 
looked like in its rendered form. It's real 
interesting how close the end product 
will be to this artist шры 





Tomorrow's 
Technology 
Today 


The tools and technologies available to 
game designers have dramatically 
evolved within the past couple of years. 
it used to be that motion-capture was 
the biggest thing to hit the videogame 
industry. Now, a process called cyber- 
Scanning is making waves because it 
allows for the most realistic in-game 
recreation of a living person. Using a 
Special camera, high resolution scans 
are made of a person's head, from vari- 
ous angles. The computer then takes all 
that data and creates а wireframe repre- 
sentation that can be imported into the 
game. To give you a better understand- 
ing of the actual process, we'll break it 
down into steps. 


Boiler Room 


А Obviously, this is a rendered ima: 


of the other environments will look like. 





of the Boiler 
Room, but it does give you a better idea of what one 


Т 


КЕНЕН nr 
camera, berg is scanned from 
various angles, including the front, 
sides, back and the top. Sadly, the 
process is not painful. 





A Here is the wireframe of Goldberg's 
face, which will eventually Бе 
combined with the side and top of 
the head scans in order to create the 
complete head. 





А In this bump image, the artists can 
see if there are any mistakes and 
remove or tweak elements of the face 


in order to get it just right. We think 
Goldberg would be happy with this. 





А A texture of Goldberg's face can then 
be placed on top of the wireframe to 
create the near-complete in-game rep- 
resentation. This is basically what he 
will look like in the game. 












takes place іп the Boiler Room, where Freddy Кг 
to hang out. All kidding aside, 


boo you. Part of 


there's a lot of thi 


A There will always be а owe present to 
oy charm of wrestling is 


interaction, and this game will have iti in 








> Just look at all 
fhe things laying 
around that you 
сап изе а 
weapons. Also, if 
you smash up 
the room, you can 
discover hidden 
weapons, like 
Tasers, that are 
more powerful. 













ED 
ж 
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ман тек тесто... 
Type: Fighti 
# of Players: 1-4 
я # 


of Discs: 1 
















Tecmo heads 
back into the 
heat of battle 


eleased around the same time as pu MM 4 У " DOA2 will be тоге 

Tekken 3, the original Dead or 4 = Д 8 M 

Alive is probably best remem- 4 y 5 
bered for its buxom beauties, even though it had 
one of the best fighting engines ever conceived. 
For the sequel on PlayStation2, Tecmo is focus- 
ing on taking that fighting engine to the next 
level, while at the same time creating one of — 
if not the — most gorgeous brawlers ever to hit 
a TV screen. 

Similar to that of the upcoming Tekken Tag 
Tournament, the game's Tag Battle mode will let 
you form a two-person team and tag out during 
fights. The really cool part, however, is the num- 
ber of tag-team attacks and combos that can be 
performed. For the PlayStation2 version, Tecmo 














mu) has modified this mode to allow four players to 
ETE duke it out simultaneously using a multi-tap. 
med The game's multi-tiered environments 
ea should allow for some truly eye-popping effects, 
~ such as knocking opponents through a stained 
ms glass window and into a courtyard below to con- 
c tinue the fight. Some stages will even enable 
© you to perform different versions of certain 
ЕШ attacks and throws from the walls when you and 


your opponent are near them. You can also 
expect a revised countering system and true 
360-degree freedom of movement 

In addition to these standard features, there 
are more than two dozen new elements, both 
visual and gameplay related, that Tecmo is 
attempting to work into the PS2 version before 
its March 30 release in Japan. These include 
more realistic eye and facial movement during 
cinemas, a motion blur effect on punches and 
kicks, weather effects (such as a 
blizzard) for some stages, and 
Dual Shock2 analog sensitivity for 
attack buttons. Exactly how many 
of these will make it into the final 
version is unknown, but the 
game will look better than the 
arcade version no matter what — 
and that's no mean feat. 


The Tag Battle mode 
lets you switch 
characters without so 
much as a stutter, and 
perform ungodly tag- 
team moves against 
your opponents. 


















Inside this opera 
house, sending your 
opponent through the 
balcony railing causes 
the fight to move to the 
seating area below. 


— Randy Nelson 





The Danger Zone 4 


ne of the areas where Dead or Alive 2 
om improves over the original game is in its 
unique Danger Zone concept. Most of 


the game's stages have walls or other areas, such > 
as force-fields and electrified machinery, that deal 
extra damage to your opponent when they're 
knocked into them. The gloves are off, man! 
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Develop: 
Available (Japan): ТВА. 
Type: Rhythm Action 


# of Players: 1 
# of Discs: 1 


Sony's next-generation — ‚ ТУ DJ combines 3D characters 
rhythm game has a style all its own =" тосту effects te create 


PlayStation2 games yet. 





riginally tited Be On Edge, the. game now 

known as TV DJ blends the beat accuracy ele- 
ments of Parappa the Rapper and Um Jammer Lammy. 
with a make-your-own-video concept to create an entire- 
ly new type of rhythm action game for PS2. 

The premise of TV DJis a fairly simple one: You drop 
video clips into an on-screen film strip to a beat and 
watch the animated action unfold as you do it. The real 
challenge comes in not only timing the clips properly to: yoy play tha game by drop: 
the funky soundtrack, but picking ones that go well. ping different-sized video 
together when viewed as a whole. BE ы у оразан біті 

By outlining polygonal characters with thick black “ink (and to the beat) and ап 
lines,’ the game creates a visual style all it own that aem videe" of sorts is the 
looks like a Saturday morning cartoon taken into vibrant 
3D. Your lead character is a secret agent lion that gets 
into all sorts of hairy (har-har) situations in the completed 
footage, which screams stylized coolness. 

Even at this early stage, TV DJis a catchy, promising 
title that has a lot of the same quirkiness and style of 
Parappa and Lammy, but with a decidedly next-genera- 
tion look and feel. 












^: You'll encounter all sorts of 
situations, _ Кот Беіпд 
seduced by evil female 
agents to being chased by 
car-driving bad guys. 











А like any good secret agent, 
your lead character uses 
leads of cool gadgets in the 
various clips. 


— Randy Nelson 





Just like the real deal 


ne of the most impressive-looking games 

Ginza Sony building and in Akihabara, Gekiku 
attracted long lines and serious crowds near every machi 
for any sports title is how closely you can mimic al 
reallife game, with authentic results, and it'll be a 
that question. Also, despite the breathtakingly realis: 
game seemed to have a very similar look — our сопс 
get a little stale after a while. 2. 


А 


А The catcher has this slider pegged, but our guy on third is safe. 





— Max Everingham 





A The camera appears to swing 


A Both batter and pitcher have the most 
amazingly lifelike animations. Here, the around for the best view during 





batter turns to protect . uh, protect strikes. Note the inset picture show- 5 | 
himself from the wild pitch. ing baserunners, too. Ъ 





^. All the details. 
the high-fives froi 


> тау only be а 142 kph (88 mph) fastball, but it's as 
get a home run. 


wild as they come! That's what he gets for crowding the plate. 





П Half RPG, half 
1 1 god sim, Sony's 
R new adventure 
| looks 100% 
amazing 








unos 
SILO 





| 


ony's first RPG for PlayStation2 
has undergone a lot of changes 
since it was first shown at the sys- 
tem's unveiling last fall, and from the new 
footage screened at PlayStation Festival 2000, it 
looks like they're all for the better. 

In keeping with the fact that the game's lead 
character rides a magic carpet during the game, 
he's been redesigned to sport a turban (com- 
plete with realistically flowing feathers) and now 
wields a sword. Two new characters have also 
been revealed — а fast, staff-wielding fellow and 
a massive strongman — but it could be that 
these are just new forms the lead character can 
assume, as he's seen both transforming 
between them and standing with them. 

It's looking like the game will play a lot like 
Zelda 64, with realtime combat and the ability 
lock onto enemies. A new timing-based element 
- of the battle system has also been revealed, in 

" which you must time button presses to a meter 
that appears on screen. Pull this off properly, and 
you're treated to some cool-looking sword duels 
in which your character and his enemies square 
off in full action-movie style. Unfortunately, no 
new details about the game's world/town build- 
ing aspects have been revealed. 

Words alone cannot express just how good 
this game looks in motion, but it's going to take 
longer than expected before you can see it for 
yourself. Initially planned as a Japanese launch 
game, Dark Cloud has been pushed back to 
sometime this fall overseas. Nevertheless, we'll 
continue to bring you the latest on this extreme- 
ly promising дате as it's revealed 














— Randy Nelson 





The game will feature real-time cinemas, such as 
this one depicting hundreds of followers bowing 
before a sinister force. 
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Release Date |. 
Type: RPG 
Players: 1 
Discs: 1 


Я -$ 
N 14 


“ажа ж, 4 





From your character's movement, 
tfo the environments that surround 
him, Dark Cloud is one of the most 
impressive-looking PS2 titles yet. 


The time of day will change 
at an accelerated pace, alter- 
ing not only the look of the 
environment, but presumably. 
gameplay itself. 
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А This gorgeous interior features a high- 
d polished floor with reflections, and 
5 


monstrates ап unparalleled level of У они 2 а 
detail in the furnishings. | 


Bond is set for his first mission on PS2 кошек e for 


some sneaky 









ш е haven't seen a playable version of this game yet, but 
just take a look at the glory of the early screenshots! The 
most striking thing about the title at this stage is the sheer enor- 
mity of the levels. Developed along the same lines as the movie, 
but concentrating on the action-oriented segments, ТИЛМЕ is 
going to be the thinking-person's action game, with several differ- 
ent ways of accomplishing set objectives and the exact method 
left to the player's imagination. Built on top of the Quake IIl engine, 
the game will be first-person perspective with an emphasis on a 

totally convincing character animations and a mix of wit and fire- scene чон iene 
power needed for success. and light effects. 


© This hopelessly 
dropped into the shot (as h 
show readers what character | 
expect, but it's all very good loo 


















^ Here's a stark, industrial 













— Max Everingham ~i The game is 
all first per- 
son, so this 


is one of the 


















i " cut scenes 
Publisher: Electronic Arts 
Developer: Electronic Arts — that help to T 







advance the 


ble (U.S. 
plot lines. 





Fall 2000 _ 





Heavy metal hasn't been У 
this cool since the 80s 
, е still haven't been able to get our 


ыш Sion of this game, but we do have 
PlayStation festival and the video мем 
Gameplay will remain the same, but the mo: 
has to be in the lighting effects: those 














Feast your eyes on this little lot: 






4 2 


A There's still a lot of information on-screen to deal with, but now it's so much clearer than before. 





— Мах Everingham 











à Your really don't want to get this close ^ Not a playable point of view (we à This rocket launcher shot 
to the enemy: that slashing blow takes hope), but this camera angle has your really shows off those lighting 
tons off your energy meter. mech screaming right at you. Run! effects we were talking about. 





Eu 
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Developer: EA Square 


Available (Japan): Unknown 
Type: Action/Shooter 
3 of Players: 1-4 
# of Discs: 1 





= et in the year 2037, X Squad focuses on а military 
operation designed to free a group of government 
scientists and eliminate the terrorists that are holding them. 
As the leader of a hand-selected team of soldiers, you'll have 
to plan out the mission and find the best way to ensure that 
it will succeed. Ма an intuitive menu system, you'll be able 
to command your fellow teammates to perform. specific 
tasks, such as attack a particular target, protect a weaker 
character or simply retreat. However, they won't just 
respond like mindless zombies. Thanks to a sophisticated 
АЛ. system, they'll reply back to you and won't follow ап 
order if they feel that it won't benefit the squad or the mis- 
sion. If you still prefer dealing with real, human responses, 
though, you can hook up with three other friends (via the 
multi-tap) and play that way. 





i 


2 Each of the members of your squad 
have distinct abilities, so one will be 
better at unlocking doors while anoth- 
er will be more skilled at sniping 
enemy targets. 





/ Using your environment as cover is crucial, as you don't ever 
want to be surrounded in the open and locked in some sort of 
crossfire with the enemy. 









— Stephen Frost 


А H the situation demands it, you can 
break off your squad into smaller 
teams and get them to outflank the ter- 
rorists. Most of the time, they won't 
even know what hit them. 












i 





= Commanding a squad member is as ыч қ 
easy as selecting their name and then я ” Я 
а specific command. Here, they've ^ Just like in Metal Gear Solid, you will have access to a map 





been told to stand down and defend that shows where all of the nearby terrorists are located. You 
the position, can then use the environment to hide from them. 








| 
| 
| 
| 


| 


b EHTERMINATI 








eveloped by newly formed Deep Space (an off-shoot of Tomba! developer Whoopee 

Сатр), the first "panic action game’ for PlayStation2 is the brainchild of Strider 

and Ghosts 'N' Goblins mastermind Tokuro Fujiwara. Looking like part Resident Evil, part Syphon 

Filter, the game casts players as a well-armed special operative on a one-man mission to 

exterminate (hence the title) a гасе of insect-like organisms capable of dissolving anything they 
соте into contact with, 

Sony will publish the game, which is still without a release date, and showed several clips of it 

in action at the PlayStation Festival 2000. The lead character was shown making his way through 


Be ар E ps 





= 


F 


A 4m Extermination, it's your heavily armed (and snazzily 











dressed) character versus swarms of flesh-dissolving mutant а realistic-looking blizzard while being pursued by a burrowing monster that caused the snow to 
bugs. Its gonna get messy. 


pile up in its wake. There were also scenes of the hero climbing an icy cliff and running through а 
futuristic complex, guns blazing, while massive explosions 
went off all around 

Fujiwara has said that Extermination will be 
different from other action games in that you'll actually 
have some degree of control over your character during 
cinemas, but that element of the game has yet 
to be demonstrated. Looks good, we can't wait! 






7 You'll evidently be able 
to control your character dur- 
ing cinemas such as this, but 
exactly what you'll be able to 
de to change Из outcome 
remains a mystery. 














= Ls 

А Мо detail has been over- ‚АК. ~~ Randy Nelson 

looked in this game, especially ж Publisher: Sony СЕ! 
the ones that will make your 2. Destroying crates certainly isn't any- Developer: Deep Space 
skin crawl. { thing new for action games, but Available (Japan): TBA 
===“ thanks to Р52'5 particle effects, doing it Type: Action/Adventure 


# of Players: 1 


has never looked so good. 
o 9 # of Discs: 1 
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% Our man Randy 
waited in this 
“massive line, 


which wrapped 
around the 
‘entire block! 





| n March 4th, the PS2 finally 
launched in Japan, leaving 
long lines and crazed 


gamers in its wake. Sony shipped just 
under a million units, and sold them all in 
a matter of hours. A good chunk of those 
went to reservations at Зопуз own 
PlayStation online shop, but the majority 
of the initial shipment went to the thou- 
sands and thousands of gamers who 
flooded Japan's shopping districts. ж X: 2 м м 

Іп Akihabara, Tokyo's renowned Shibuya, were all over. 
electronics and games district, emm 
hardcore gamers began to line 
up two days early. Luckily, 





HILFT 
ETETEN] 


Sony was able to meet the 
demand pretty well and only 
a few diehard fans went 
home empty handed. 

The PS2 launched with 
about ten titles, but at least 
two of them were Japanese 





m ould you wait in 
line 48 hours for 
your PS2? That's just 
Nhat thousands о? 
diehard gamers did, brav- 
ing the icy cold nights for 
their dream console. It 









А Fans try the PS2 outside storefronts. 


was like the opening of 
Star Wars and a Beatles 
concert rolled up into 
one! Despite the long 
wait, it was a really cool 
scene to be a part of. 


board games, so let's not 
count those. The lineup 
could've been better, but 
with Ridge Hacer V and 
Street Fighter EX3, it beat 
out most other Japanese 
console launches. 














а Ken Kutaragi, the lead 


Overall, it was a fun time, and every- designer of the PS2 and 


Fai 25! President of Sony СЕЈ, 
body's just glad to have their PS2s! Macs Vel pr 


Tokyo police kept ask- 
ing people to break up the 
lines, but nobody budged! 








4 Our man Jun scores five Р525! 





| 
|_ 
г 


Fans camped out at the Yomagiwa store іп Akihabara. 
à PS2 shipments arrived by the hour. 











| The lines were long, but luckily, there was plenty of room inside for everyone. 
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PlayStation2 doesn't have a traditio 
power button on the front — inst 
holding in the Reset button for two s 
onds causes the system to go to sle 
and pressing it again wakes the syste! 
up. The light on the Reset button glo 
red when the PS2 is asleep and gr 
when it's running. The light on the Ej 
button glows blue, and flashes wl 
the tray is opening and closing. 



























































nce you get PlayStation2 
out of the box, you quickly 
begin to appreciate just 
how sleek and high-tech it is. No doubt 
about it, this is one hot-looking machine. 
Its various buttons and ports leave no 
question that you're looking at some- 
thing far more advanced than the origi- 
nal PlayStation, but just what will all 
those slots and buttons do? Just check 
out this guide for all the answers. 















PlayStation Logo | 


There's no better place for th 
instantly recognizable PlayStati 

logo than the front of the system. 
The logo can be ішпей 90: 
degrees depending on which ori 
entation you place the system й 
(horizontal or vertical). 


Disc Tray 
Controller Ports 


The controller ports on PS2 look identical to 
those on the original PlayStation, although 
there is a more noticeable "click" when plug- 
ging in а pad. The system features two 
builtin ports which can be upped to eight 
by plugging in two PS2 multitaps; Sony like- 
ly stuck with only two built-in ports for back- 
wards-compatibility reasons. 


Unlike most consoles released in the past 
few years, PlayStation2 makes use of a 
motorized disc tray similar to that of a stan- 
dard CD’ ог DVD player. The tray has а 
groove on the left-hand side that keeps 
the disc firmly in place when the system is 
stood up vertically on its side. 


iLink Port 


Found on all DV (Digital Video) cameras and 
equipment, the i.Link (also known as IEEE 
1394) port is a standard interface for the high- 
speed transfer of digital video information. Sony 
hasn't said how the port will play into its plans ~ 
for PlayStation2, but one very probable use 
would allow you to connect a DV camera to the 
system. You could upload your home movies to 
а hard disk drive, edit it on-screen, and then - 
download it back to the camera for viewing. 
















| Memory Card Slots 


The Memory Сага slots on PlayStation2 have 
small doors that swing inward and keep dust 
from getting in when a card isn't inserted. These. 
slots accept both original PS1 memory cards and 
the new 8MB PS2 versions, which also use an 
encryption system called MagicGate that will be 
used to protect sensitive information (such as. 
credit card numbers) when PS2 goes online — 
in the future. Note that the memory cards — 

stick out a little further than the con- 7 
troller connector, where they used 
to be flush on PS1. 


























USB Ports 


PlayStation2 sports two USB (Universal Serial Р; 
connectors identical to those found on most ре! 
ч. аі computers. There are currently no PS2 peri 
“Sy. ега that make use of these high-speed, multi 
%. purpose interfaces, but some possible с 
“a didates are keyboards, mice, digital carn 
Ы eras, printers, and microphones. | 
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Sony has already announced its intentions | 


for this port, which is identical to those 
found on laptop computers: Sometime next 
year, а PC card will be released that con- 
tains a high-speed network interface (for 
broadband cable and DSL internet соппес- 





You don't actually use this switch to tum 
the PS2 off and on, since it's hard to get 
to. Instead, you set it to the "on" position 
when you set up the system, then use 
the Reset button on the front of the sys- 
tem to put it to sleep when you're done. 





tions) and a “very large capacity" (believed to 
be 30+ Gigabytes) hard disk drive for stor- 
ing files, email, video, games, and more. 

















The Multi Out port is the same as it is on 
the back of the PlayStation1. In fact, the 
old standard PS1 Multi Out cable will still 
work with PS2, but you shouldn't need it 
since PS2 comes packed with опе. 

The Optical Out port is used for con- 
necting the PlayStation2 to Dolby Digital 
| (АСЗ) and DTS compatible surround 
sound receivers using an optical digital 





Even though they'll 
| never, ever admit that 








cable, sometimes called a "TOSLink зе) 

the FSI had an ШО Cable." This will give you the best sound E 

Ind рог 152 quality possible. If your receiver doesn't И 

Sony үш from its support digital surround, or you're con- CEY 

mistake with the PS2. necting your PlayStation2 straight to your (9 

ТУ, this port can't be used. = 

© 

— = = - — , D 
PlayStation2 Media | n 


More so than any other console in history, the 
PS2 will bring together all kinds of different 
media types. Eventually you'll have everything 
from a keyboard and hard drive to a digital cam- 


f in r - ана РТ 
era and camcorder plugged into your game SYS" _ А The extra-hard DVD cases look А The 8MB Memory Card wont А The bottom of PS2 CD-based 
tem. For now though, we've just got the basics: ^ great, and hold Memory Cards! even fit in your old PS1. games are a nice shiny blue. 








The Dual Shock 2 Controller 


jger thi 


Aside from the npact. It's pretty hefty 


DualShock2 label on 
the top left side, it 

па 2” hy fix it? There will 

DualShock, : single control pad that com- 

П 98 game player, but Sony's 

DualShock/design is about as close as you 

can get Sony has even 

enhanced the design for the 

new PS2 version, adding 

analog sensitivity to every 

button (except Select and 

Start), plus they've found a 

way to make it much lighter. 

Even the cross pad is better, 

with a softer touch that makes 

ing fast games like Street Fighter ЕХЗ а 

m. Now we just need ‘em in more colors! 











PlayStation2's boot-up sequence starts out 
with glass blocks floating in space, with red, 
green, blue, and pink lights zipping around. 
Some soothing tones play, then the camera 
zooms through the nebula in the middle of the 
screen. Grey blocks appear in the background 
in random patterns that seem to be determined 
by the contents of your memory card. 










NO DISC 


ЮМ — — 




















с 


no, | 
4 Т | SYSTEM SETTINGS | MAIN MENU BROWSER 
ume 1 © 
Ш CaN Ма де | .. | 
J 2 16m, Coffiguration j^ M dde е | 
2 w. даан и т | 
j 000/09 o2 | | 
г 10 И © Entor avon | 
и“ а | 


From this menu, you can set the 
system clock, select your TV's 
aspect ratio (4:3, Full Screen, or 
16:9), turn the di | audio out- 
put on or off, activate component 
video output, and switch the 
menu language between 
Japanese and English. 


Starting the system without 
a disc in the drive takes you 
to the main menu, which 
offers three options: Browser, 
System Settings, and Options. 


| No, it's not a web browser 
| — PS2's "browser" lets you 
| access all of the media types 
| that can be inserted into the 
| system, from memory cards 
| to music CDs to DVD том! 

| 























DRIVER OPTIONS MEMORY CARD MANAGER 
ru ERES 
= Pressing the Triangle button at ак, 
ay the main menu brings up an | 
x option screen that not only shows #9 PRyStaton Divor | 
Ua you the version of the PS2's hard- ^ Li | 
= ware and drivers, but also lets ent И TR | 
{л}, you speed up PlayStation loading ap ашы n || 
= times, smooth out PlayStation | 
ae game textures, and perform a | 
(с>; diagnostic test on the system. | 
ч Ж ТЕЗ | Ж 
= | cons 


PS2 OPERATING Svster 
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PlayStations 


CD/DVD PLAYER 















^ If there's а PS2 
drive, the words "Play-S 
zoom onto a black sc 


Popping in an audio CD and 
selecting it from the browser 
brings up this rather simple look- 
ing CD player with all of the basic 
features you'd expect — but no 


| PS2 game saves are repre- 
sented by fully animated 3D 
| polygonal models — neat! 


pretty light show. Drats! DVD 
movies load right up, without 
any special screens or menus. 


Selecting the memory card icon 
brings up a screen showing all of 
the save files on the card, includ- 
ing system settings and game 
data, each of which is represent- 
ed by full 3D icons. 











ANIA 





wouldn't 








thin 


aida a ыа 
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EVALUATION 





PS2 LAUNCH: 
Finn. Япя.ъ515 


ow that the smoke has 
cleared from the Play- 
Station2’s Japanese launch 
and things are a bit more settled, how did 
the console end up doing? Was it every- 
thing that we were hoping for? In this sec- 
tion, we'll try and answer those questions, 





The design of the PlayStation2 is quite 
different than most people were 
expecting. The strangely shaped 
black and blue box doesn't really look 
like a console. However, after getting 
over the initial shock of seeing it in 
person, the PS2's look really starts to 
grow on you. Also, it's quite heavy for 
its size, but everything, from the disc 
tray to the power switch, feels like 
quality. This is a well-built console and 
it comes with one well-built controller. 

Іп our opinions, the DualShock2 is 
virtually perfect. Sony was able to 
take all the great elements of the first 
DualShock, improve upon them, add 
more features and make the whole 
thing lighter. What more could you 
ask for? The analog buttons and direc- 
tional pad were great additions, and 
the increased tension on the twin ana- 
log sticks really makes them easier to 
use. The "shock" motors have also 
been refined and can now reproduce 
a wider and more accurate range of 
vibrations. No longer will developers 
be afraid to take advantage of the 
controller's unique abilities and create 
games like Ape Escape and RC Stunt 
Copter. And that can only be good for 
the gaming community. 





The inclusion of the USB, IEEE1394 
and PCMCIA slots was another bril- 
liant decision by Sony, as it allows the 
console to grow and expand upon its 
initial abilities. Soon you'll be able to 
browse the net, send email and even 
edit home movies. It's all about poten- 
tial, and the PS2 has it in spades. 


As a standard rule, Japanese console 
launches aren't that great. The num- 
ber of launch games is generally very 
limited, and most of them are either 
rushed or just plain bad. While the 
same was basically true of the 
PlayStation2's launch, the quality of 
the initial titles was surprisingly good. 
Ridge Racer V, Street Fighter EX and 
Kessen all had their problems, but 
were very fun to play nonetheless. 
Even some of the more basic titles, 
like Stepping Selection and Drum 
Mania, kept our interests for a while. 

The key, however, is to keep a 
constant stream of quality titles com- 
ing. Fortunately, Sony seems to be 
doing great in this department. With 
over a hundred developers currently 
working on titles, the PS2 is pretty 
much guaranteed a decent title every 
few weeks. Also, all the big-name 
franchises, like Final Fantasy and 





as well as give you some personal insights 
on the consoles Japanese launch. We've 
also broken down different aspects of the 
PlayStation2 and rated them based on their 
potential, in order to give you a better idea V. 
of how it actually fares. For right now, this | 
is our personal analysis of the Р52. | 


Resident Evil, will be appearing on the 
console within the next year. 


Sony's PS2 Marketing 


Sony let the Japanese magazines and 
news shows do most of the work for 
it. Sure, there were PS2 banners and 
ads as far as the eyes could see, but 
the hype was mostly generated by 
the media. Needless to say, the hype 
worked and the console sold like wild- 
fire... а million units in just three days. 
No other console in history has even 
come close to that number. 


If the long lines on launch day were 
even a minor indication, than the 
PlayStation2's success is pretty much 
assured. However, Sony still has a 
fight on its hands, with Sega's 
Dreamcast console slowly building its 
U.S. user base, and Nintendo's 
Dolphin and Microsoft's X-Box still to 
be released, Our bets are still on 
Sony, as the company is both smart 
and inventive when it comes to mar- 
keting its products. And since the 
PlayStation brand accounts for more 
than 40% of the electronic giant's 
annual revenues, you can bet that it's 


going to do everything in its = 






ke, | was а bit cancer 
was Sony thinking? 
inn as | saw it up- 


im pickings. Even 
untless | hours on 


this was a great launch, but only 
because it was in Japan. The U.S. 
to be even ва 


тв happy until 


“playback 


Randy Nelson 


There may not have been many 
games to choose from on day one, 
but thats commonplace for a 
Japanese launch, and Ridge Racer 
Vis doing a great job of keeping 
e next round of 
games hit shelves. However, 
given that expectations were for 


|. 10+ games on day one, Го have to. 
say that the overall launch wasn't. 


as monumental as Id expected. 
The system was, thou 


top-notch, de the 
whole thing screams next-genei 

- tion. Now that its here, l'm more | 
excited about what the future. 


Store: 


power to make it succeed. 
Шах Everingham. 
1 hated the industrial design to 


begin with, but now that the 
machines sitting there under my 


TV, (ме grown to love it! It just. 
.exudes quality. Only ARV and. 


Kessen really 


launch, but its still very early days | 
Sony . 


in game development ter 

undoubtedly scored a massive PR 
victory — everyone wani 

of PS2 — and it's going to be 

tremendously tough act to follow. 


lus the U.S. debut is going to be - | 


stellar, and we're looking at a long 


of future releases that'll put- 


| Break It Down 


We've zeroed in on several factors 
which we feel are important about the 
PS2, and rated them on a scale of 1-10. 
These scores аге based оп ош current 
knowledge of the console and its 
games, and may change over time. 


(аде ________ 


| Launch Games: 6/10 


| much depth, Street Fighter EX3 had 


Wigrdware | 


| DVD Movie Playback: 9/10 


2 supported. Still, the menu system could 
|| have been better. 


BDualShock2 Controller. | 


| Feel (Quality): 10/10 


these cosmetically enhanced | 


early games to shame. 


| Score: 


| hype, that it sold a million consoles in just 





| Shock, the new controller feels very 


| Marketing: 10/10 


While a majority of the initial titles 
were enjoyable, they had their fare share 
of problems. Ridge Racer didn't have 


slowdown, etc. Decent games, but they 
were all rushed. _____ 
Future Games (Short Term): 8/10 
With Tekken Tag, DOA2 and SSX 
coming out shortly, the PS2’s launch 
library is already improving by quite a bit. 
Those who didn’t pick up the console 
at launch, will probably be changing their 
minds shortly. 





Future Games (Long Term]: 10/10 
Every major franchise that you can think of, 
from Resident Evil to Madden to Metal 
Gear, will be on the PlayStation2. There are 
well over 200 games currently in develop- 
ment, a lot of which will be AAA titles, 


Physical Design: 9/10 

The black component design gives the Р52 
а more mature look, and should enable it to 
appeal more to a broader market of con- 
sumers. Also, being able to set it in either 
a vertical of horizontal position is just cool. 








Menu Interface/Functions: 9/10 

Far from ordinary, the PS2's menu system 
sports a rather artistic look’ to it. 
Navigation is easy and straightforward, 
and the icon-based browser makes memo- 
ry card management a breeze. 





Even when compared to higher-priced 
DVD players, the PS2 comes out shining. 
Picture quality is very good and all the 
features, such as layers and subtitles, are 


Somewhat lighter than the original Dual 


comfortable in your hands. And the 
increased tension on the twin analog sticks 
really makes racing games that much 
easier to play. 





Analog Functions: 8/10 
Only a couple games take advantage of 


them, so far, but we can tell that the ana- 


log buttons will play an important role in 
the future of the PS2. Developers are going 
to come up with clever ways to use them. 
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Most consoles launch with tons of adver- | 


tising. Sony did such a good job of building 





three days. Impressive! 
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Capcom's all-time, flagship fighting series once again 


goes 3-D with Street Fighter EX 2 Plus. Loaded with new 
enhancements, modes of play and an expanded cast of 
characters, Street Fighter EX 2 Plus drives home stunning 

мрљу v] у 3-D graphics, lightning fast animation and Capcom's ж 





Ри signature gameplay. Now the worl 





series kicks it up a notch in. _ ОМ 
Puan са » Street Fighter EX 2 Plus. BNLCAPCOM.COM 


Animated Violence 
Animated Blood 


PlayStation 


2000. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. STREET FIGHTER is a registered trademark of CAPCOM CO., LTD. STREET FIGHTER 
4 CO., LTD. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc, The ratings icon is а trademark of the Interactive Digital Software Association. 





PREVIEWS 


‘ago, Activision has left us with a playable ver- 
sion of the game. From what we've seen so far, it looks 
like fans of our meek superhero have something to 
shout about this time around. 

Central to the fun has to be the web-slinging. Just 
like the real thing (can we say real thing?), the game- 
version of Spiderman can use the sticky stuff in all sorts 
of ways: swinging from building to building, zip-lining 
from floor to ceiling, creating protective barriers and 
totaling the bad guys. All of this is achieved with the 
kind of intuitive control system you'd expect from the 
people responsible for Tony Hawk Pro Skater, allowing 
a fluidity to Spidey's movements that make you believe 
you're playing in a ‘living comic book’. 

Another fine feature that holds plenty of promise is 
the ceiling action. As you climb the walls and go invert- 
ed, the ceilings become transparent, kinda like they did 
in Die Hard Trilogy. This will make it very simple to see 


With your hero crawling over every surface he finds, you might expect to get 
disoriented. Neversoft are way ahead of you though, and include a useful 
‘free-look’ function: 


Т: HE E JOINT 


4 LT allows you to focus on specific 
areas: green means you can reach it. 


Publisher Activision 
Developer Neversoft 


А Then R2 will have you swinging 
your way over that way. 


Release Date Summer 
Type Action 


Spidey won't just 
ah is web-sling- 
to take out the 


р 
ble to attack gays on the gand while you're upside 
down, they'll never know what hit 'em! 

So far, we've been able to play through a host of dif- 
ferent segments, and each of them use slightly differ- 
ent play mechanics. Atop the skyscrapers, you'll 
slingshot your way around with those magical web- 
lines that stick to something or other just off- 
screen. Inside a building, it's all about the ceilings, 
but on the roof of the requisite moving train, webs 
are out and fists are in. Our hero can even pick up. 
objects in order to solve puzzles or beat bad guys. 

Our only concern right now is balancing the 
gameplay so the emphasis is squarely оп what 
Spiderman does best, and making sure the action 
doesn't become too repetitive. But it seems that 
Neversoft are on track to make fantastic use of the 
Spiderman license — we could be looking at the best 
rendition of the wall-crawler's antics ever, folks! 


А Or you can use the feature to target 
enemies on the sly. 





А You'll be glad you have 
your Spidey strength at 
some points. 


А Here he їз... your 

friendly, neighborhood 
idi ready to take on 
orld 


A Ceiling-crawling is super-cool and 
gives you the element of surpri 


А No wonder the guy's paranoi 
at those missil 


А Some of your opponents lack that human touch, 
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4 This section will 
play out more like 
a fighting game's 
survival mode. 
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Publisher Ubi Saft 
Developer Ubi Soft 


RAYMAN 2 _ 


‘ne of the very first games relee 
jun | original Rayman was also 
platformer. Now, some five years later, the disjointed hero 
and the gorgeously surreal universe he inhabits are back, 
appropriately in full 3D. 

Rayman's mission, as in the first 
game, is to rescue his kidnapped 
friends from cages hidden through- 
out each level, this time by a motley 
crew of pirates. In addition to hov- 
ering, using his ргореће Ке hair and tossing plasma balls at 
enemies, he'll now be able to climb while hanging, double jump, 
and swim in some areas. His ability to throw objects and ride others will also play 
a big role in solving the game's many puzzles. 

So far, the game's massive worlds 
and cartoon-style characters appear to 
capture the unique, animated oil-paint- 
ing look of its predecessor wonderfully 
well in polygons, with all sorts of cool 
lighting effects thrown into the fray. 

If all goes as planned, Rayman 2 
could become one of the brightest 
stars in PlayStation's lineup this year — 
stay tuned for more on this one! 


Release Date Spring 


Type Platform PREVIEWS 


met / www OFILY RADAR сом 


Once again, the 
game's sprawling 
environments 
look like they've 
just jumped off a 
painter's canvas. 


Pirates have captured Rayman's friends, and 
you'll have to contend with all sorts of nasty 
enemies to find their cages. 





Rayman's familiar moves and lush envi- 
ronments are back, but expect plenty of new 
puzzles and gameplay elements. 


Throwing plasma balls is Rayman's prima- 
ry means of offense, but he can also pick up 
and hurl objects from his surroundings. 


One of Rayman's new moves is the abili- 
ty to move while hanging from netting and 
other surfaces. 


Publisher 300 
Developer 300 


Release Date Spring 
Type Baseball 


У In а nod to ‘action’ ele- 
ments, ball and bat fea- 
ture a ‘trail’, 


жеп. OR ame 


ful reproduction of the intricacies of the game. 


higher than just capturing the award for most verbose 
sports game title ever. In fact, the developers claim that this 
game will have the most sophisticated Al seen in any base- 
ball title to date. 

Focusing on the pivotal pitcher-batter duel, you'll see such 
things as intentionally wild pitches, walking dangerous bat- 


There are the expected refinements of motion-captured, 
face-mapped players, more animations, high-res graphics and 
current rosters (paradoxically, that would be year 2000, not 
2001). But beyond that, 3DO is attempting to strike the per- 
fect balance between action and realism, with totally accu- 
rate stadium modeling, an uber-intuitive batting interface, that 
aggressive Al and, the nod to more casual baseball fans, a 
‘fast play’ mode so you can play an entire game іп 15 min- 
utes. They've even coined one of those silly nonsense words 
for the patent: "IruPlay' 

Al technology. 

With five game 
modes and play-by-play 
by Giants voice Ted 
Robinson, this could be a 
contender this spring. 


4 That's one way of giving 
up an intentional walk! 


А The ‘Action Camera’ mim 
presentation for added oomph. 


4 3DO are claiming to have "һе most 
| realistically crafted 3D stadiums'. 
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Publisher Матсо Release Date Summer 
Developer Namco Type Puzzle 









PREVIEWS 
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Ar пр д | m д | 
MR. DRILLER 


Namco's latest puzzler is one of the 
zaniest ever 


Jesum 
| 


| > ап Dig Dug, рап Bust-A-Move, the first PlayStation puzzle offering 
(ЕЛЕ from Namco stars the pint-sized spelunker, Mr. Driller, who's on a 








= $ ide : A The game's graphics are crisp and colorful, А Smashing these tough blocks isn't neces- 
mission to drill as deep as he сап into the earth — that is, if you call multi-colored but like Namco's earliest coin-ops, it's the sary, but as you dig deeper, they're every- 


blocks "earth." Toss in the fact that undermined blocks are constantly falling on gameplay that'll really take precedence. Жерар И canis ors. 





top of him and he's slowly running out of oxygen, and the game's simple 
sounding premise starts to escalate into a serious (and 
maniacally addictive) challenge. 


4 Mr. Driller can drill left, right, and 
downward, as well as hop up one Y Each leg of the jour- 











: z level in the pit. Mastering his ability to ney has its own distinct 
Thankfully, oxygen canisters are littered throughout the drill blocks that are about to fall is color scheme and chal- 
underground world. Unfortunately, getting to them often essential later on. lenge level. 





requires split-second reactions and drilling through pesky solid 
blocks, which depletes at least 20% of Mr. Driller's air supply. 
The deeper he drills, the more frantic the situation becomes. 

Presented entirely in 2D, the game will offer а number of 
difficulty options to keep things from getting stale, including the 
choice 10 
tackle digs starting from ground level, 1000 
meters, or 2000 meters. Mr. Drilleris also one of 
the first in a new wave of lower-priced games 
hitting the shelves this year — you'll be able 10 
pick it up for less than $25 this summer. 














* In addition to arcade and home modes, the game 
also features several time attack stages where you 
grab time-extending clocks instead of oxygen. 








Publisher 300 Release Date Summer 
Developer 300 Type Action 

















One of the most 


intense levels would 
have to be the 
Normandy beaches, 
Just like in the 
movie, Saving 
Private Ryan, you'll 


have to progress 


hile bullets fly all - 
"your toys 

m hile it can be confusing, with all the different Army Men titles out there, World War 
АЈ is the true sequel їо the surprisingly popular Army Меп 3D. This time, ће focus is 
Я on WWil-themed environments and situations, such as the beaches of Normandy and war- 
А The variety in the levels is quite amazing. so gamers will never feel like they're ravaged cities. There will be a lot more emphasis placed on tactics and strategy, so gamers 
seeing the same thing over and over again. won't be able to just run around and blast everything they see. They'll have to use the envi- 
ronment as cover and fellow soldiers as decoys. With its more mature themes and death 
sequences, this Army Men title will be 
catered towards the more mature and 
hard-core of gamers. And that's a great 
way to expand the already huge market 
for the franchise. Let's just hope that 
the gaming public doesn't go into Army 
Меп withdrawal anytime soon, espe- 

cially with all these titles coming out. 











А. There is a nice selection of vehicles to ute ез 4 The good thing about these destroyed 
ride in, including boats, trains and tanks. > es s cities is that there are plenty of places for 
The only problem is that they make you Е ER you to hide. The bad thing is that there's 
a larger target for the tan soldiers. 5% - plenty of places for your enemies to hide. 


А One of the levels places you into a 
moving gun turret. And just like in the 
game Incoming, you have to blast away 
at anything coming towards you. 
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Release Date Summer May 2000 


Type Action/Adventure 


Publisher Activision 
Developer Sugar & Rockets 


PREVIEWS 
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It's almost impossible to see a - 
good action film that doesnt. 
have its fair share of blood. 
and carnage. The вате can be 
said of action games. Covert Ops | 
lays it on pretty thick, though, 50 | come across is 


с А > У у 
squeamish gamers may want to this pi NATO troopers. It pem that p. er trouble. It all depends on how lucky you 
look el ћ they have been mowed down by machine аге. This trail happens to take you to a freez- 
ook elsewhere. gun fire, but there's no one around. er, where an unlucky bloke is thawing out. 


Blood trails can lead you to valuable clues 





espite the similarities with Capcom’s fabled 

Resident Evil/Dino Crisis series, Covert Ops feels 
nothing like the traditional Sam Raimi horror film and more 
like an action-packed summer blockbuster. The plot jumps 
straight out of such movies as Under Siege 2, except for the 
fact that you won't be playing a “cook”, but rather an 
American Special Forces agent by the name of Jack Morton. 
It seems that a group of armed terrorists has taken over a 
heavily-armed train, which just happens to have the Fren 


Gameplay-wise, you'll find a lot 
of the familiar search and pick- 
up elements, along with a few 
clever puzzles designed to 
slow your progress. 

For the most part, the game makes things easy for you by 
showing you what buttons need to be pressed in certain sit- 
uations and by warning you whenever enemy troops are 
nearby. Even the combat is very straightforward, thanks to 


A Despite the fact that the game takes 
place on a train, there's still a lot of area 
to explore. Keep your bearings or you 
might find yourself lost and low on 
ammo. That wouldn't be good. 


Ambassador onboard. The leader of the group is threatening 
to kill the Ambassador and detonate a nuclear device if cer- 
tain demands aren't met. However, since NATO isn't really 
keen on terrorism, it's up to you to sneak aboard the train, 
free any hostages, and prevent a nuclear explosion. Now, if 
that isn't pressure, we don't know what is. 

Instead of going for the traditional 
pre-rendered backgrounds, the 
developers at Sugar & Rockets 
have favored completely polyg- 
onal environments. — This 
allows for an adjustable cam- 


the auto-targeting feature. Just aim your gun in the general 
direction of the enemy. As soon as the big target appears, 
you know you've got your sights dead-on. Just fire away. 
While dodging isn't that necessary, you can roll to the sides 
by hitting the L2 or R2 buttons. 

Activision has always been pretty smart about the titles it 
picks up for U.S. distribution, and it looks like it might 
have another winner on its hands. We just wonder 
what additional features and modes will be added 
io the game before its summer release. As 
soon as we find out, we'll let you know. Just 

be ready with your train tickets. 


А Whenever you're near an enemy, а 
gauge pops up that tells you their situa- 
fion. If it’s orange and says “WARNING” 


la that "уе beer led. 
era system that can be used then you know that you've been spotte 


to peer around corners and 

through cabin door windows. 

Most interesting about the 

camera is that it's not 

attached to the main character. 

So, when you jump into "first- 

person" view, you can actually still 

see Jack and what's behind him. It's 

an useful touch, to say the least. 


While this is not a major game feature, we just had to 
comment on it. When you want to save your game, you 
have to find a bathroom. We don't know who thought of 
this idea, but we just have to give them props. We're giv- 
ing this game our “Best Save Room" award. 


А Every so often, you'll 
j come across a situation 
| that can result in your 
characters death. 
| However, if you hit the 
buttons quickly, you can 
escape from the near- 
| death experience. 








| 4 А more detailed map 
| of the train can be 
found on the Status 


For some reason, the terrorists never have 
to use the bathroom, so you can feel safe in 
here. Just click on the Circle button to. bring 
up the option menu to save your game. And 
don't forget to put the seat down... 


From this menu, you can save your 
game or find out more about the various 
items and weapons that you're carrying. 
Who would have thought that bathrooms 
were this informative. 


screen. Just like in 
| Resident Evil, it shows 
| where you've been 
| and where you still 
need to go. 
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nding the French Ambassador on 
the train is not that big a problem. 
However, keeping him alive for th 
whole duration of the trip, is that di 
cult. That's your main challenge. 


еп you are near something that 
requires a button press, the game 
plays a co pad on scree! 


g in touch with the base is 

crucial if you want to survive your 

п. You'll also learn valuable infor- 

mation and tactics if you keep your ears 
open to suggestion. 


A Computers run the train completely, so 
understanding how they work will be 
crucial. Now, if they only made а 
"Stopping Hijacked Trains For Dummies" 
book, we'd be set. 


PREVIEWS 


A lot of the scenes in Covert Ops are really cinematic 
and tend to make you feel like you're in the middle of a 
high-budget action film. It's just a little extra icing that 
gamers will appreciate. 


А Whenever you enter a new area, the 
screen di 's what floor and train car 
you are helps out a lot because 
there are so many rooms and hallways 
on ће train. 


А Sometimes you'll just get someone in your А ...but they'll fall to the ground in a special 


sights and fire away... 


over-the-top movie way. 





You can tell if 
your sights are 
dead on because 
а big target will 
appear over the 
enemy, Fire and 
'ov'll be sure to 
it them. Just 
remember that 
some enemies 
can take more 
than one shot. 


A Just like its name implies, the Lifepack 
can restore your health should you be 
injured, Just don’t rely on them too much, 
because there aren’t that many of them 


WA 


А For those who are interested, this 
game was originally entitled Chase The 
Express in Japan. We don't know why 

Activision decided to rename it. Oh, well. 


з 4 Important items will sparkle 
when you're near them. Thats а 
good thing because you won't 
have to walk around each room 
clicking on ever m just to see 
if you can pick it up. 


Y Meet Jack Morton, the hero 
of the game. Не5 no Steven А “Everybody chill.” You'll come across 
Segal, but he knows how to а lot of bodies, but most of them you 
survive and plans on taking won't recognize. Still, all of them hold 
down the terrorists one by one, clues or ammunition, which will help 
with his gun. you out. 





head апа innovative "Power Ball и 
ight in the thick of the action 
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тек and NGEN Racing are the trademark idograimas North Amerios, inc 





May 2000 


Release Date Summer 
Type Space Combat 


Publisher Activision 
Developer Warthog 


PREVIEWS 
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> Your elite Red Squad will combat not only 
high-performance enemy fighters, but mas- 
sive (and well-armed) starships as well. 





Invasion 


ES ntense, deep space dogfighting isn't something 
you'd normally associate with the Star Trek universe, 
but it nevertheless serves as the premise for the first 
PlayStation game based on the classic sci-fi series. And who 
better to brave this new frontier than the people who know it 
best — the original creators of Colony Wars. 

Set during the Star Trek: The Next Generation timeline, 
the game puts you in the flight suit of a Federation officer 
assigned to an elite group of hot-shot pilots known as Red 
Squad. Under the command of Captain Jean-Luc Picard and 
his tactical officer, Commander Worf, your mission begins 
when a starship captain goes A.W.O.L. and quickly escalates 
with the introduction of a brand new alien nemesis. 

Over the course of 20 missions, you'll encounter varying 
objectives ranging from escorting the Enterprise D through 
hostile space to operating phaser turrets on a larger ship in 
combat against the Borg. Most of the missions will have you 
piloting one of several single-seater fighter craft created espe- 
cially for the game, each of which is bristling with advanced 
weaponry, such as photon torpedoes, proximity mines, grav- 
ity bombs, and crippling pulse beam 

Since the gameplay is based around true-life physics, your 
fighter will be able to not only turn on a dime, but reverse at 


М Dynamic lighting 
effects, debris, and h 
explosions really intensi 
fy the space combat. 


A You'll pilot several 
fighters in the game, 
each of which has unique 
weapons and perfor- 
mance capabiliti 


full speed as well — perfect for turning the tables on 
enemy craft hugging your six. Each ship will also have 
an evasive maneuver that can be called into play at 
the touch of a button, but only when you're not 
locked onto an enemy. 


In addition to the game's newly created race, А АЛ 


you'll encounter a number of well-known foes in 

combat, including the Romulans, Ferengi, and Borg. 
Making matters more difficult, all of your opponents will uti- 
Іге squad-based tactics, such as calling in wingmen and split- 
ting formations to throw you off. 

Star Trek: Invasion is still a ways off from release, but it's 
already locking great, with lots of brilliant explosions, lighting 
effects, and detailed spacecraft. If its developer can tie these 
good looks together with solid gameplay and plenty of Star 
Trek atmosphere, we could be looking at the interstellar 
blaster to end them all. 





A Fast-paced combat isn'r something Star Trek is known for, but 
this game will hopefully change all that. 





rr 


Ji 





= 





Forget diplomacy — Star Trek: Invasion will finally let you do what 
should've been done long ago to the series' bad guys, and that's blow 'em 
into stardust. Of course, there's a new threat to contend with as well. 





A'Romulans may be more aggressive than 
their Vulcan cousins, but that doesn't help 
much when they're in your crosshairs. 


A The Federation's new nemesis is as myste- 
rious as its technology is advanced. This ship 
looks much faster than the Borg’s cube. 





detail of your favorite stars! 


flying thi 
Federation fighter for most 
of the game. 


Since this is a Star Trek game, you can 
look forward to such familiar (and 
powerful) weaponry as the famous 
photon torpedoes, and refreshing 
changes of pace, such as the ability to 
control phaser turrets on larger craft. 


A Photon torpedoes, phaser cannons, 
tractor beams — if it's а Star Trek 
weapon, it'll be in here. You can 
expect | some _never-before-seen 
weaponry as well! 


A Some missions will have you 
controlling a gun turret 
while someone else does 
the flying. 


4 Yov'll control the 

phaser turrets on 

some of the larger 
starships as well. 


А Expect lots of game engine cinemas to А Many new ships were designed for the 
set the mood and show off the amazing game, and there's a chance that they'll be 


used in a future Star Trek series. 





Т 
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Publisher Capcom 
Developer Capcom 


Release Date May 
Type Action/Platform 


PREVIEWS 





Since his original release in the 
arcades, Strider hasn't changed that 
much and has access to the same 
basic attacks and animations. For 
those who have forgotten, here 
they are in all their glory. 










Sword Slash - A classic Strider 
attack that can destroy pretty much 
anything. You can now set it to rapid 
fire to makes things easier. 





Running - Keep holding forward on 
the d-pad and Hiryu will pick up 
speed and start running. This is the 
best way to dodge mines. 
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‚ The Slide - This isn't really an attack, 
but it allows you to get closer to ene- 
mies or pass them by completely. They 
can't touch you during a Slide. 





es, it's been a long time coming, but Strider is finally 

getting his console rebirth in a true sequel to the 
arcade smash hit of the late eighties. Ported over from the 
System 11 arcade board, Strider 2 is an all-out action game. 
There's no puzzles or deeply moving storyline, just action in its 
purest form. 

While the original Strider was completely 2-D, the sequel 
throws in various 3D elements to spice things up a bit. The 
characters are still all pretty much sprite-based, but some 
bosses, along with certain backgrounds, take advantage of the 
PlayStation's polygon pushing power. In that regard, Strider 2 
shares a lot in common with Namco's platform title, Klonoa. 

For the most part, Strider retains all of his classic anima- 
tions, so the traditional sword swings and double-jumps are 
present and accounted for. The slide 
and wall-climbing is back, as well. In 
fact, the only real addition to Strider's 
arsenal is the "boost" feature, which 
allows him to send off projectiles that 
home in on the closest enemy. 
Speaking of enemies, this game has 
tons of them, including the infamous 
Grand Master. Virtually every area has 
a mini-boss of some sort, which has a 
different kind of weakness. 

From our initial hands-on segment 
with this game, we only really had 


А At the end of each level, you are grad- 
ed on your performance and 
score that represents your skill level. Trust 
us when we say it's hard to get an "A". 


Te say the 
least, the boss 
characters are 
quite varied. 
What other 
game allows 
you fo fight 
against a 
robotic dragon 
апа а cybernét- 
ic Mastodon? We 
can't think of any. 


itial bad thing to say: it's too short. However, for those 
arcade purists who have been looking for that next great 
action title, this could be it. It's certainly fun to play and we look 
forward to reviewing the U.S. version as soon as Capcom 
sends it our way. 


ы TIME тг 
' EX за Еро носоз 


е, 


А f ЈГ 
4 The Grand Master is back and seems extremely 
pissed off. He's going to throw everything he can 
at you, so be prepared. Oh, he’s more powerful 
now, too. 


given a 


STRIDER 





| ty to рау 45 rival space-ninja Strider | 

Hien. He's got a different style of attack | 
| than Strider Hiryu and is dressed com- | 
| pletely in whi : 2. | 


А Here's a look at one of the later boss- 
es, The Kraken. He's actually easier than 
he looks to defeat. You just have to hit a 
couple of weak points on its sides. 





4 Sometimes gravity will play tricks with 
you and flip the room upside down, so 
you'll end up walking on the ceiling and 
hanging onto the ground. 


TAME 55 | 
сове 6502 | 









A During а specific point near the end of 
| Strider 2, you'll come face to face with Hien 
| апа have to defeat him. 5 





Double Jump - The jump is back, as 
well, and works great. You can even 
cover a bit more ground with it than 
you could in the old game. 








е | 
ыш watt | A Ifyou do defeat him and successfully com- 

2 " ме the game, you will be able to select 
Hanging - The ability to hang onto ple! game, у‹ 

walls and ceilings is even more impor- and play as Hien whenever you want- 

tant this time around, since the direc- 


tion of gravity changes so much. 


А When your character is charged ур, he can shoot energy bolts that automatically 
home in on the nearest enemy. The charge only lasts for a сі time, though. 
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Second Ignition 


e О О 
+ PlayStation way back in '97, you 
remember when RPGs were hard to come 
by. While Konami had certainly delivered a 
welcome storm in the form of Suikoden 
and Vandal Hearts, the RPG drought was | 
severe. Then along came Wild Arms. 

Charming as well as challenging, Wild 
Arms centered around the struggles of a 
heroic trio against (as always) an impending 
doom. Now, with the introduction of the 
sequel, gamers are once again met by 
three adventurers: Ashley Winchester, Riruka Elenia 
Brad Evans. Following an ancient legend born from a conflict 
which took place centuries before, the land of Filgaia (the 
world featured in the original) is once again headed for an 
uncertain fate. Now, it's up to Ashley, Riruka and Brad to save 
the world. 

Those who played through the original will fin 
iar features in Wild Arms 2, but each with its 
own new twist. Party members will 
once again utilize ARMs in battle, as 
well as Tools. And like the first 
game, as in Breath of Fire Ill, char- 
acters are able to perform certain 
actions onscreen, outside of bat- 
tle, in order to solve puzzles and 
Clear obstacles. For example, early 
in the game, Ashley acquires the abil- 


пу famil- 


4 While the game’s environments are polyg- 
onal, the characters remain sprite-based 
‘outside of battle, 


and dungeons. 


While the rest of the game went 
3D, thankfully the cutscenes did- 
n't, Wild Arms 2 retains the beau- 
| {йш anime cinemas throughout, 
including mission-end cutscenes — 
| an improvement on the original's 


WiLD ARMS Z: - 


4 Each character must start their journey 
alone before meeting up with the two 
other party members. 


А Like the original, Wild Arms 2 features a 
beautiful anime-style intro. 





> Ashley, Riruka and Brad are back once again F 
and ready for adventure. 


sod ron ur DU d 





uncover his ability to use what's humor- 
ously called the Booty Call: a skill used 10 
find hidden items nearby. So, technically it 
IS a booty call. 

But with all of these carryovers from 
the original Wild Arms, what has actually 
changed? The biggest leap is the fact that 
this adventure now takes place in a 3D 
world, with towns, buildings and environ- 
ments completely rendered іп polygons, 
instead of sprites. But never fear; the shoulder buttons make 
quick work of camera angles and even increase the explo- 
rative feel, with treasure chests and other items hidden 
behind certain walls and obstacles. Like in Capcom's Breath of 
Fire 111, you'll have to utilize the camera angles in order to fully 
explore every nook and cranny in dungeons and other maps. 

With а release date just around the corner (May), RPG 
fans won't have to wait long to join the adventure. And if Wild 
Arms 215 anything like the original, count on it being a winner. 
Expect a full review of the game next issue. 


4 Towns and 

map signs are 

invisible without 
using the Search 
option available. 


А Using your character's individual skills is 
the only way to get through certain areas 


А Will Sony leave in the original Japanese 
language opening theme? We think so. 





Much like the original, each of the 
three main characters will have their 
own adventure, which will intersect 
with the main quest at some point. 
But this time around, you'll be able to 
choose the starting character from 
the outset. 


А Choose from Ashley, Riruka or Brad 
from the outset. 





4 Notice that the character designs аге 
brighter and cuter than those in WAT. 





solo intro movie. 
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Publisher Warking Designs 
Developer Arc Productions 


Release Date November 
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> Velhart, а man 
of few words, 
who has a way 
with a sword, 
is poised to 


collective 
feet. 





series to never make it across - 


the Pacific has finally received its due. 
Working Designs is currently working on a 
translation of all three of the Arc the Lad 
titles in order to release the trio as a com- 
plete package by year's end. Arc the Lad 
Collection will feature all three ATL titles on 
four game discs, but will also feature two 
separate discs which will contain the series 
soundtrack, as well as a 'making of' 


movie disc (much like the one 
A View OF 


included with Lunar: The Silver 
BATTLE | 


Star Story Complete). 
But even with all of the 
amazing packaging, what is the 
Пон ве зелен 52765 all about? Most notably, 
based battles on a “grid battlefield, Arc the Lad follows the lead of 
you'll notice that the graphics and strategy RPGs like Vandal Hearts 
| some of the mechanics change from and Final Fantasy Tactics, more 
title to title. than traditionaltype titles (FFVI- 
1). This means that you'll spend 
much of your time gathering 
troops and fighting your way 
through expansive battlefields 
trying to increase your abilities 

and levels. 

All three Arc titles will 
feature the chance for gamers to 
use their memory cards for an 
interlocking save data option, 
which functions somewhat like 
the way in which saved games 
from Suikoden 1 affected 


A Simple, but still engrossing, the orig- 
inal shows how it’s done on the play- 
ing field. 





ES 


у D 


Working Designs 
snags Arc for t 
lation of 





series, Arc the У 
fures very simplistic 

graphics, but man- 

ages to include a good 

amount of detail 


Suikoden 11. This 
means that once 
you finish a game, 
you must save your 
progress to a mem- 
ory card; then, you'll 
be able to upload 
your party's stats to 
the next installation. 
While you won't find 
any recurring char- 
acters, you'll be able to boost the stats of the 
succeeding set of warriors for the battles 
ahead. Cool. 

The storylines between all of the titles also 
follows a very fluid timeline. In Arc the Lad, 
you'll guide a young boy named Arc across the 
continent in search of six party members in 
order to restore the world's peace. Then, in the 
second chapter, the story will pick up where the 
first left off, except you'll be in charge of a 
whole new set of adventurers as they attempt 
to defeat evil and save the world. And the 
third.. well, it's very much the same. While Arc 
the Lad III will continue the tradition, you'll begin 
with three characters in tow, instead of the lone 
main hero. With Working Designs' well earned 
reputation for salvaging rather boring or mun- 
dane dialogue with its own brand of 
wackiness, we expect Arc the Lad 
Collection give the strategy RPG 
genre a shot in the arm this coming 
holiday season. 


The level of detail increases as the series 
progresses and you'll be able to see the 
set in its entirety! 


Each party mem- 
ber will have his or 
her own special abi 
ities to use in Ба! 
Learn them well. 







А The middle child, Arc the Lad 2 соп- 
centrates on strategy while waiting for 
the shift to polygons. 





A Moving from town to town, battle- 
field to battlefield, takes place on an 
overhead map. 


| А For the third and last installation, 
| characters and environments have 
| made the leap to polygons. 


А Impressive magic spells, 3D environ- 
ments; it’s all here in Arc the Lad 3! 
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B. 4 
АП hail the return of the Bitmap Brothers! 


ention the name ‘The Bitmap Brothers’ to anyone who ever owned an 
Amiga, and chances are you'll spend the next few minutes watching the 
other guy gush over the gaming brilliance of these almost legendary UK developers. - 

These guys brought some of the most innovative and revolutionary titles gracing our кш тыршы ж 
fledgling industry to the trusty Amiga, PC, ST, NES and Genesis, including the court. 
Speedball, The Chaos Engine, Gods and Xenon. And (pause for sharp intake of — — — 
breath from retro gamers worldwide) the siblings are resurfacing to bring cult classic Speedball 
2100 to the PlayStation! Billed as a cross between Rollerball and the NHL, Speedball is basically 
ano-holds-barred scramble to hurl a small metal ball through a set of goal posts with 

the opposition doing their best to take you out before you get the chance. Players, 
encased in body armor, can be customized to suit your color preferences and as 
you work your way through the tournaments, you'll be able to upgrade 
individual armor parts for increased performance. Speedball is one of 
those old-school games — you know, the ones that emphasized 
game play over graphics? You may be too young to remember, s 











А Players are upgráded іп 
the gym. | 













Тһе steel ball's trajectoi 
is different ar each poft. 





Y Here's one way to hitch 
а ride down the court. 






















but believe + Hey, any- 
one here for 
us, the com- GU ieee 






petitive of Speedball? P% 


aspect of this game 
could make a con- | 
vert of you, too. 










> In the future, all balls will look ; 
like this. 














4 Hitting courtside targets, like these 
stars, results in more points. 













Publisher Activision Release Date Summer 
Developer Paradox Type Action 
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A "IICN: Mutant Academy — 


T 

The mutant revolution starts this summer 
h the live action movie about to hit theaters, Activision felt it was time 
to bring the most popular group of mutants back to the small 


screen, but in a big way. The X-Men have appeared on the 
PlayStation before, thanks to Capcom, but have never been truly 



































: У aire Woverine 

realized in 3D. With Mutant Academy, gamers will finally be able looks а bit 

5 blocky... 

à ударе -reniy io play polygonal versions of қ Rope Yz 

Е iid for action! their favorite comicbook | still got all 
їз moves. 


characters, such as Cyclops, 
Beast and Wolverine. 
The fighting system greatly 
resembles that of earlier Capcom 
games. Each of the ten characters fea- 


Backgrounds will be fully 3D, but characters will still be limited 
to a 2D plane, Still, look at the cool design of the environment. 





Since they're 
mutants, all of the 
characters can pull 
off super jumps 
that catapult them 
way up into the air. 
We hope they 
have parachutes. 


along with super attacks which can only be executed 
once a certain meter is filled. Backgrounds will be very 
detailed and showcase clever design and an endless amount of eye 
candy. А unique training mode will also allow 
gamers of all skill levels to pickup the game quick- 
ly. Excited? Look for the X-Men to attack theaters 


Mutant Academy will feature all of the ~ 
and stores this summer. 


heroes and villains from the movie, 
along with several bonus characters. 








Combos are a mixture of standard attack buffering 
and juggles. You can use the sides of the environments 
to keep your opponent juggled in the air and get in a 
few extra hits. 


Super moves, like this Mega Optic 
Blast, are really easy to pull off, even 
during the heat of battle. We can thank 
the simplistic controls for that. 











PlayStation 
lo 


two pairs of. 
banned from 
television. That's okay with them, there are more things to blow up in video games anyway. Like you. 
So if you think you ve got enough game for Digimon World, bring it. But don't say we didn't warn you. DIGIMON WORLD 









©1997 Bandai Co, Ltd. Program ©1999 Bandai Co, Ltd. Distributed by Bandai America Incorporated, 5551 Katela Avenue, Cypress, Calfornia 90630. All rights reserved, DIGIMON, DIGITAL MONSTERS are all related logos, 
names and distinctive likenesses thereof the property of Bandar. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. Used under license by Bandar Amenca Incorporated. 





or call 1-800-771-3772 
for more info 
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EXIT OPERATION: 
OBSERVE SURROUNDINGS. IF SCENERY 15 MOVING-REMAIN IN 
VEHICLE. IF STATIONARY, PROCEED WITH CAUTION TO NEAREST EXIT. 
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Syph n Filter 2- 0 


the. cuhele en filada ^d 


lowing is the most Қына strategy on 
yphon Filter 2 you will-ever see! We tried to 
pack as much of the important information i in as 
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, Peek-a-Boo 
To see what's around the next corner without stick- 
ing Gabe's or Lian's head out there with the L1 + 
L2 or R2 view mode, try this. Walk up to a corner 
without going past it and turn the Left Joystick 
50 your character spins in a circle without mov- 


Sittin’ Ducks 


Parachuting enemies are much easier to kill 
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we could. Not all enemies are called out, due t. 
space limitations, but for help defeating. фе, ) 
enemy, refer to the combat tips. 


‚ккк кк» ккк» к» к» к >» к к > к к» >к к» к>» к к у» ккк» ук 


Headshot trick (Peek-a-Shoot!) 

To get a headshot while hiding around a corner, hold 

L1 + L2 or R2 and see where the sight lands on the 
enemy. If it's off the mark, then let go of the lean- | 
ing button (L2 or R2) while still holding the L1 but- | 
ton. Adjust your aim to where you think it should be. 





ing from the spot. This will turn the camera 
around leaving your character in one place, 
allowing you to see around corners without 
getting you head shot off! 


Hard Mode 

In the options menu, you can view movies 

that you have unlocked during your progress 

through the game. You'l see two extra 

movies that you couldnt get by playing 

through the first time. To unlock these 

movies, you must play the game in 'HARD' 
mode. To get this mode, do the following: go 
to the title screen and then New Game, press 





out before they hit the ground. 


Sketchy, But True 
We can clear up some other 
questions that you have 
about the game, 
but the details are 
sketchy at this time. 
We'll have more detail later, but this we 
know for sure. 
There are ten hidden items that must 


when they are in the air. Try to take them 





#+Select+L1+R2+0+0+X at the same time. 
Finishing certain levels on hard mode unlocks 
bonus movies. 


be picked up in the single player mode to 
open the ten locked two player arenas. 
There are 20 Arenas in all. Some of these 


1. Guide the Parachute to Kawalski and the 
two Gls. 
2. Talk to the Communications GI 

3. Follow the two Gls through the subter- 
ranean passage. 

4. Enter the cave and follow it to the Waterfall. 
5. Get the Transponder and hang drop into the 
ravine to the cave below and the H11. 

6. Retum to the two Gls in tunnel (4). Keep 
running to avoid being buried in the cave in. 
7. Return to Kawalski (1) to retrieve the C4. 
Run into the next cave (3). 

8. Checkpoint: Take the СА explosive and 
return to area (7). 

9. Pick off the soldiers from behind large rock. 
The Air Taser is on a ledge over the mountain 
ledge behind this large rock (F). 

10. Checkpoint: Climb the rocks and activate 
the Transponder Signal. 

11. Checkpoint: Return to the Cave in (4), 
press the Triangle Button near the snow 
blockage, and Clear out! 

12. As you exit the cave (4), try to kill as many 
of the parachuting Agents before they touch 
ground. Try the Air Taser here. 








Never let go of the L1 button — doing this will 
reset your aim to center. Repeat the first step 
and see where the sight lands on the enemy. 





When you finally have it, lean over апа J 


"BLAM!" You've got a headshot! 





hidden items, such as the 
Binoculars, are inventory items and 
others, such as the Girly Mag and 
Dirty Laundry, cannot be seen in 
your inventory when picked up. 
There are a total of 28 char- 
acters, but only ten of them are initially 
available. The other 18 characters are 
unlocked through two secrets in the lat- 
ter half of the game. What they are is 
unclear at this time. 


13. Checkpoint: Head over to the Agency 
Snipers area. 

14. Agency Snipers: Roll as you run towards 
the Gls near the trees. Climb up on the oppo- 
site side of the rock. Chase and fire on the 
sniper as he crosses the bridge. Checkpoint: 
Peek around the next rock and aim for a head- 
shot on the remaining sniper. 

15. Walk down this path, then turn back when 
the Gls scream for help. Return and shoot all 
of the Agency soldiers. 

16. Leave the area when all of the objectives 
are met. 


A. Flak Jacket 
B. M16 

C. H11 

D. Flak Jacket 
E. Flak Jacket 
F. Air Taser 
G. Grenades 
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second tunnel, through the door and 

i in a back room, you can find the 
: Binoculars. This is a special item that 
This is a pretty short level also. Here · will unlock arenas іп Two-Player 
are a few things to look for and con- : mode. Use grenades found in the 
sider in your strategy. | truck next to Chance, while he is 
In the first tunnel, crouch down | being held hostage, to destroy the 
between the Jeep's headlights and | power room. 
wait for the guards to pass. In the | 


you crawl under, was controlling. 
i Use the Hand Taser, found in the 

locker with your gear, to knock out 
This is а fairly short level. The major | this guard. Throw the switch, run out 
things to be aware of are the time i into the hall, and enter the next two 
limit in the beginning to reach the · doors. Use the next two alcoves to 
adrenaline and the timing needed to hide and Taser the passing guards at 
run through the switch- locked doors | the end of the mission. 
that the guard, in the window that 














1. You have two minutes to ice the | the back of the next truck. 

Commander ahead of you. ; 8 On the other side of the bridge, hang from 
2. Hang off the edge of the bridge, and strafe | the ledge and strafe south until you can drop a 
towards the truck behind the jeep. | level. Grab the scaffold below, pull up and 
Checkpoint: Wait until the guards are at : crouch behind that vertical girder to get a 
the front of the truck to take the weapon- : headshot on the soldier below. Drop to the 
ry from the back. Return to the ledge. | lower level, use the center scaffold to move 
3. Next, shoot a Gas Grenade at | southward and pull up two levels to disarm 
the Commander. | the bomb. 

4. Hang from the left ledge between the 9. Return to the bottom tier, head north and 
jeep and the truck. Lean to the right while : use the next upperlevel-center-tier to get the 
looking down and shoot the man in the | last bomb. 

head. Drop down a level and use the = 10. Checkpoint: Return to the top of the bridge 
center scaffold to reach and disarm and enter the south tunnel. : 
the bomb. 2211. Checkpoint: Quickly shoot both guards in 
5. Checkpoint: On the first tier below the : the head from a safe distance to save Ramirez 
Equipment truck, you will find another and Thompson. 

bomb to disarm. At the bomb, look down 12, 13, 14. Grenade or shoot the trucks as they 
and north to shoot the guard below by : approach to quickly eliminate the enemy. 
the girder. Run towards the end of the tunnel, and your 
6. Head north, still crouching on the top mission is complete. 

ledge to avoid the guards and shoot the 
soldier in front of the next truck to 1 ITEMS 
the south. A. Silenced Sniper Rifle, 
7. Inch northward and shoot the soldier at | Gas Grenade, Flak Jacket 

























































small alcove and zap the guard as he passes. i enters the hallway. An FMV will play, and you will 
7. Checkpoint: Two new Objectives: Eliminate > де! vital info from him. 
Agency Pilot and Sabotage Agency Plane. | 18. Sneak up behind the escort in front of the truck 
8. Таке a right and activate the switch > апа Taser him. 
on the wall to open the hangar door. | 19. Look around the corner in the next hangar. When 
9. Enter the hangar and use the | the coast is clear, hop up onto the west wall crates 
Sniper Rifle from this position to | and crouch down. As the guard passes by, creep 
shoot the pilot in the head | behind him and zap him when he stops. 
10. Checkpoint: Walk under the plane | 20. Take the long south hallway to the end. Walk 
until you see the F-22 Access Panel. | towards the exit, but stay out of sight. Crouch down 
Press the triangle button to sabotage | апа shoot the spotlight above the guard's head. 
the plane. | 21. Return down the hallway, enter the crate-filled 
11. As the guard rounds the corner, | compound, and sneak behind the patrolling soldier 
sneak up behind him and get him | апа Taser him. 
with the Taser. | 22. Walk up to the driver's side door of the covered 
12. When you run back into the ware- : truck. Activate the Ignition and hide behind the near- 
house, take a right and stay down! | by wall. The truck will careen into the hangar and the 
Two guards will pass by on the other | guards will run after it. Run into the building they 
side of the crates. were guarding. 
13. Shoot the Spotlight and head 23. Checkpoint: Take the elevator to the control 
straight forward. | tower, circle right and Taser Huffman near the trans- 
























1. Sneak up behind the remaining guard and 
Taser him. 


14. Checkpoint: Jump up and grab onto the back 
section of the moving truck. Ride it until you see the 


parent map. Creep up behind the other soldier on 
the radio and Taser him. 









2. Follow the other guard to the parking lot. | southern opening between the next two buildings 24. Checkpoint: Get the Transponder Frequency 
3. Checkpoint Sneak up behind the soldier and | Let go and run between the two buildings. 4. from the unit on the wall next to the map. Go down- 
Taser him. Take the Rifle from the back of the truck. — 15. Hide behind the truck in the large hangar. You will stairs to the helicopter pad. 

4. When the other Guard's back is turned, run into : see Morgan and Holman exiting. When the guard : 25. Creep up behind the guard and Taser him and 
the alley. walks away, approach the exit. | then do the same to Falkan. Run to the chopper to 






5. Wait in front of the truck until the airbase guard | 16. Checkpoint: Back in the Hangar, creep behind | complete the Mission. 
investigates the noise you made. | the two men; they never turn around. Stay close їо | 
6. As he walks around the truck, enter the building. the north wall as they part ways and sneak into the 
Climb the crates behind the second soldier. Stop at hall behind Holman. 

the corner of the next hall and then head back to the 17. Checkpoint: Be directly behind Holman when he 





















A. Silenced Sniper Rifle 



























| that in this mission 

| there are a few cargo 
cars that can be 

| skipped across using Ql 

This mission is a continuation of {һе stacked crates. 

the last and the only difference is 









things to consider. 





subterranean passage. 

4. Enter the cave and follow it to the Waterfall. 

5. Get the Transponder and hang drop into the 
ravine to the cave below and the H11. 

6. Return to the two Gls in tunnel (4). Keep running 
to avoid being buried in the cave in. 

7. Return to Kawalski (1) to retrieve the C4. Run into 
the next cave (3) 
8. Checkpoint: Take the C4 and return to area (7). 
9. Pick off the soldiers from behind large rock. The 
Air Taser is on a ledge over the mountain ledge 
behind this large rock (F). 
10. Checkpoint: Climb the rocks and activate the 
Transponder Signal. 

11. Checkpoint: Return to the Cave in (4), press 
the Triangle Button near the snow blockage, and 
Clear out! 

12. As you exit the cave (4), try to kill as many of the 
parachuting Agents before they touch ground. Try 
the Air Taser here. 





1. Guide the Parachute down to Kawalski and the 
two Gls. 

2. Talk to the Communications Gl. i 
3. Follow the two Gls down through the 





The plane wreck level is fairly 
straightforward. Here are a few 


Behind the tail of the plane, 
there's an M-79 Grenade Launcher. 
In front of the tail are the ‘Data 
Discs', but the box is empty! Archer 
stole them! He'll come up behind 
you with a gun aimed at your head. If 
you take off after him, he will give 
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chase. Don't waste your ammo. You 
can't hit him until he reaches the 
i wrecked cockpit area. 

Run to the second mound in 
front of the cockpit (It's easier to hit 
him from the second mound 
because of the chopper's flight 
angle), equip the Sniper Rifle, and 
take aim at Archer, who is hanging 
on to the chopper. Shoot him in the 
head. Do not use grenades or the 
chopper will explode and with it, the 
Data Discs. 




























213. Checkpoint: Head to the Agency Snipers area. 
‚| M. Agency Snipers: Roll as you run towards the Gls 
near the trees. Climb up on the opposite side of the 
rock. Chase and fire on the sniper as he crosses the 
bridge. Checkpoint: Peek around the next rock and 
aim for a headshot on the remaining sniper. 
| 15. Walk down this path, then turn back when the 
| Gls scream for help. Return and shoot all of the 
| Agency soldiers. 

16. Leave the area when all objectives are met. 





A. Flak Jacket 
B. M16 
C.H11 
D. Flak Jacket 
E. Flak Jacket 
F. Air Taser 
G. Grenades 








Ni 
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| After this, it's all about following Teresa and рго- 
HIB tecting her from the Agency Operatives, who want 





to stop her from disarming the bombs, until you | 
reach Morgan. Moran has a grenade launcher and 


In this mission, go to the north side of the glass 
enclosure. Pick up the Flak Jacket and then go up the 
stairs on the opposite side and shoot the approach- | 
ing Agency Operative. 


you have 1:14 to run around the courtyard avoiding 


gives you the 'go', shoot for his head and keep your 





JBLIC: 4. Hide behind the doorway and peak around to 
shoot the two men downstairs. 

5. Downstairs, do the same thing. The Shotgun 
works well with these unarmored men. Chase 
Gregorov downstairs and stop in the red carpeted 
floor area. 

6. Peek around the corner and shoot the Agency 
man as he rolls into the hallway. 

7. Again, peak around the corner and take out the 
next guy when he sticks his head out in the restau- 
rant area. 

8. Run out into the restaurant and aim for the 
heads of the two Agency men before one of them 
has a chance to lob a grenade at you. Run down- 
stairs and hide behind the right wall before the 
next stairs. 

9. Checkpoint: Peak around the corner and shoot 
the man behind the bar. 

10. Go down the stairs and peak around the 
corner and shoot the two agency men behind the 
glass table dividers. 

11. Go behind the bar, get the Shotgun (A), and 
crouch down to avoid being shot by the man who 
has run into the room. Shoot him from behind 
the bar. 

12. Go downstairs, peak around the corner, and 





1. Clear out the Body Guards from the top level. 
2. Jump down and take out the remaining men on 
the floor. 

3. Checkpoint: Run into the hallway and roll into the 
alcove. Peek around and shoot the man in the hall. 





his attack until you can strike back. When Teresa | 




































| distance. Kill him to get 
_ the discs. Mission complete. 





shoot the man who peaks out of an alcove. 

i 13. Enter the ventilation shaft near 
vending machine. 

14. Stop at the end of the ventilation shaft. Equip 
the shotgun, shoot one guy in the head and then 
jump out and shoot the other. 

15. Shoot the two men who are preoccupied with 
the police outside or wait for them to die. 

16. Run behind the reception desk, shoot the 
Agency man, and activate the door switch. 

17. Checkpoint: Go downstairs, peak around the 
corner, and strafe the three men with the machine- 
gun. You can get all three of them in one motion. 
18. || you missed one of the last three men, one 
will be in the hall past the boiler room. Hide behind 


the 
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STRAT е1 


















the corner and shoot the men that appear. i 
19. A man will run by in the following room, shoot. | 
him first then get the guy by the stairs. | 
20. Run into the next room, shoot the grenade- | 
thrower, go around the corner, and get the | 
grenades out of the chest (B). 

21. Stay behind the wall and shoot the two guards. 
22. Checkpoint: Kick in the blue door and exit. 

23. Run into 





the dance- 
тб т 
behind the 
left speaker | 
for cover | 
Shoot the 
man who 
drops down 
and then 
the one 





who is behind the opposite speaker. 
24. Move under the walkway and toss a grenade 
up to destroy the guy who is tossing grenades 


down at you. Use the L1 aim for accuracy. Move | 


out of the way after you toss the grenade so the 
burning corpse won't fall on you. 

25. Climb up the speakers and up to the upper 
level. Hide behind the corner in the next room and 
shoot the man at the end of the hallway. 

26. Downstairs you will find a few dead 
Agency Operatives. 

27. The Militia will fire at you as you run across the 
dead bodies collecting armor on your way to the 
bathroom across the hallway. Don't kill the Militia! 
28. Shoot the man in the last bathroom stall. Shoot 
the window above the lockers and climb out. 
Mission over. 


ITEMS 
A. Shotgun 
B. Grenades 








MOSCOWs 
INDUSTRIAL 


RUSSIAN REPUBLIC: 
DISTRICT 


1. There's a Flak Jacket in the police car to the right. 
Gregorov runs off to the east. 

2. In the east alley, there's a grenade thrower on 
the roof, two soldiers rushing towards you, and if 
you are early enough, there are two Militiamen 
shooting at the guy on the roof. Stay away 
from them! Join in at shooting the guy on the = 
roof from a safe distance, then get the two 
approaching soldiers. Н 
3. At the tunnel, hide behind the wall and take out. | 
the two soldiers that appear. | 






















MOSCOW, RUSSIAN | and use your sniper skills against MOSCOW. RUSSIAN 
REPUBLIC: VOLKOV | them. When you reach the bridge, REPUBLIC: 
PARK run down the stairs and head out (GREGOROV) 


| of sight. Inch your way back to the 
bridge, taking out the enemy with 
the sniper rifle as they come into 
view. When you run to the next 
park, the mission ends. 


This is another quick mission if you | 
know the details. 

Just keep close to Gregorov, 
but not close enough to get shot. | 
As you approach him, he takes off | 
into the next park i 
Be careful of the many snipers | 





SIBERIA; RUSSIAN REPUBLIC: 
ALJIR PRISON 


1. Switch to the Hand Taser and save the crossbow 
arrows for the tough spots. 

2. Creep up to the guard and zap him before he 
reaches the next hallway. 

3. When the lady guard leaves the gate, take off run- 








4. Head to the police cars in front of Club 32. These 
police are too busy dealing with the Agency men 
inside to notice you taking the Tear Gas from the 


car (passenger door). Checkpoint: They'll shoot at 
you when the checkpoint is made, so run to the 
nearest alcove and then continue north. 

5. Stop before the intersection. A car careens into 
two men. Head behind the bus stop shelter. 

6. Shoot the two snipers off the roof above the red 
car. Go to that area and collect the ammo 

7. Run into the intersection and the Militia will rush 
you. Back off a bit so they won't kill you. Enter the 
intersection again with the Tear Gas equipped. Use 
the teargas on the Militia until all of them are down. 
8. When you reach the end of this street, 
Gregorov will aim at your head. Roll and then 
chase him again. 

9. A car will try to run you over. Roll into the 
nearest doorway and the car will race by and 
run into a dead end. Checkpoint. 

10. Pull yourself up to the top of the car in 
between the flames and climb up the wall. 
11. Chase Gregorov around the corner, up a 
wall, across two buildings (on the second 
jump, you must pull up and scram before 
getting shot!). After you slide down a small 


















shoot you in the head! 


ning down the hallway. 
4. Enter the next room and the following hallway to 
the right. 


1 Б. Sneak up behind the guard and zap him. Return 
‚ the way you сате. 

| 6. Sneak up behind the Guard near the column апа 
| zap him, and then quickly head for the wall near the 
| female guard. When she passes by, zap her. 


VOLKOV PARK 


1. You're alone in the park with | 
Gregorov and you're armed only with: 
the Taser. | you get too close, no į 
matter what you hide behind, he'll | 


2. Gregorov will not enter the center 
Statue area, so go to one side of the | 





| 7. Head down the east hallway. 





roof, shoot the guy on the next building, then jump 
down to the street. 

12. Checkpoint: When the two cars come at you, 
grab onto the bar above. They'll race beneath your 
feet! Turn back and stand near the bar and use the 
Sniper Rifle to take out the Operatives near these 
cars. In the first car is the PK-102. 

13. There are three grenade throwers that toss 
grenades from the top of the buildings ahead. Stay 
away from the cars! Shoot up at them with the Biz- 
2 and run to the end of the street. 

14. When you see Gregorov and he has a fix on 
your head, hide behind the red cars. Get closer to 
him when he runs further away. 

15. Just keep rolling and ducking behind cars and 
chasing Gregorov. If a car starts to smoke from the 
abuse, move! 
16. Checkpoint: There are speeders here who 
don't know that pedestrians have the right of way. 


ITEMS 

A. Flak Jacket 
B. Tear Gas Launcher 
C. PK-102 





{ statue while Gregorov is on the other 
| to find time to aim and shoot out the 
1 four streetlights. Keep an eye on his 
i position using the small map in the 
bottom left corner. Once you are in 
night-vision mode, all you have to do 
is sneak up behind him and zap him 
with your Hand Taser. 





8. Stop just before the next door to the left, and wait 
for the guard to appear. While crouched down, 
shock him! 

9. Enter the prison block and stop at the corner. 

10. Watch the two guards' patrol patterns. 

11. When the guard on your side walks away, follow 


him and start creeping as you round the turn. Sneak 












INI 


VO 







into the open cellblock to the right. When he walks 
into the cellblock, you should be behind the door 
ready to shock him as he faces the back wall. 


Watch for the guard across the bridge and take off 
to the east when his back is turned. 
12. Stop at the next corner and peek around the 
edge and wait for two of the four guards to leave. 
Then wait for the remaining two to settle in their 
positions. Creep up to the edge of the broken rail, 
hang from the edge, and strafe the guards. Pull u 
near the next railing and exit this area. 

13. Creep up behind the male and female guards 
and zap them. Checkpoint: Prisoner saved. 
14. Run back the way you came and take the hal 
to the left. Two guards walk down the sloped hall- 
way. Don't bother with them. Take the elevator 
down to the lower level. 

15. Lower level: walk along the north wall and look 
around the corner. Two guards are approaching. 
Jump down into the elevator shaft and then hang 
onto the side of the shaft. Use the L1 button to 
watch the guard as he comes and goes. 

16. When the guard joins the second in the next 
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room, creep past them undetected. 

17. Creep up and Taser the guard in the 
next hallway. 

18. Checkpoint: Run up and hide to the right of the 
gate. When it opens and the guard passes through, 
creep in behind him to the right. 

19. Checkpoint: Sneak up behind the control desk 
and zap the lady guard, then activate the right 
Switch. This will open the next gate, allowing 
another guard to come in. From behind the opened 
gate, come up behind the entering guard and Taser 
him when he stops near the desk. Enter the 
next hallway. 

20. Position yourself before the next doorway and 
wait for the guard in the next room to walk away 
from the door, then move in and Taser him. 

21. Run and then sneak up behind the man at the 
end of the hallway and zap him. 

22. Enter the next room. An FMV will begin and the 
mission will end. 








INI 


МО 





1. The four guards can be taken out from the рго- 
tection of the room you begin in. Watch for the 
sneaky one to enter your area! 

2. In the Cellblock area, shoot the four guards from 
the safety of the hallway you just came through. 
3. The four guards in the stairways can easily be 
taken out by playing 'peek-a-shoot.' The same goes 
or the last one down the hallway. 
4. Kick in the red door and shoot the two snipers on 
the roof. Midway up the staircase, you will be 
greeted by two shotgun-wielding guards. Return 
ire with your own shotgun. 
5. Walk into the next room with the dead guards 
lying around that you didn't kill. Checkpoint: do a 
uick turnaround and run for the previous hallway 
ог cover. Shoot the two guards by peeking around 
the corner. 

6. Checkpoint When you reach Gregorov and 
after the FMV, there'll be guards coming in 
rom both directions, so you have to master the 
"quick-turnaround." 

7. Clear the room of three guards and Gregorov will 
move up. Careful in the next hall, there's a well- 
armored, shotgun-toting guard there. 

8. Checkpoint: Around the next hallway, you will 
See three prisoners executed and just behind 
them, two cold-blooded guards. Take them out. 
Before opening the red door, head down the hall 
and get the Flak Jacket near the gate (A). 

9. Enter the cellblock area through the red door and 
then quickly turn back. When Gregorov throws the 
smoke grenade, follow him and shoot the lock on 














the security gate, but don't enter yet 

10. Follow the walkway around while Gregorov 
runs ahead through the security gate. Shoot 
beyond the burning man at the guard at the end of 
the walkway. Be quick! He has a teargas launcher. 
Take the Teargas Launcher (B) and join Gregorov in 
the next area through the security gate. 

11. Use the teargas on the crazed inmates and 
jump down into the room below. Objective met! 
12. After killing the four guards in this area, go back 
and give Gregorov a weapon. 

13. The groups of two guards that you two meet 
are no match for your combined firepower. 

14. At this point, around the last corner, Gregorov 
will scream, "Behind us!" Turn around and attack 
another pair of guards and return to your 
previous direction. 

15. Checkpoint: Kick in the red door that leads to 
the outside and run through the compound. There 








are quit a few guards, but no reason to kill them all. 
Just run. 

16. The two guards on the ground are the only 
ones to be concerned about. They can wear down 
old Gregorov! Shoot each of them at close range 
with the shotgun. 

17. Run into the elevator and hit the switch. Even if 
you don't see Gregorov with you, he will magically 
appear when you reach the top floor. 

18. Run in front of Gregorov on the top floor, only 
focusing on shooting the guards on your level 
ahead of you. 

19. Reach the end of the walkway and the 
mission ends. 







A. Flak Jacket 
B. Teargas Launcher 
























1. Make two right turns and a left as you exit 
the room. 

2. Walk slowly when you pass the guard looking 
into the lab window. Follow the Lab worker up the 
ramp, but don't get too close. 

3. Stop at the top of the ramp and wait for the 
worker AND the guard to pass. Run into the oppo- 
site hallway. 

4. Wait behind the crates for the guard to pass, 
then continue down the hall. 


5. Wait behind the last stack of crates in the hall- 
way. Follow behind the patrolling guard as ће 
moves around the corner. 

6. Stay behind the crates that he stops behind and 
then as he moves around them, pass by him by 
entering the area he just left. 

7. Checkpoint: In the next hall, take a right into the 
А1 door. 

8. Sneak past the guard and take the Knife from of 
the дитеу (А). 

9. Enter the next A1 door and then the small north 
door just on the other side when the coast is clear. 


10. Checkpoint, Security Net: Access the comput- 
er in this room to view a map in your options menu. 
11. Head back toward the 'knife-hallway' and enter 
the door that could not be accessed before. 

12. Head out into the next hallway and knife the 
guard. Take his K3G4. 

13. Enter the room to the southeast and kill the 
surrendering lab-workers. Your gear is in the 
locker. Checkpoint. 

14. Use your sniper rifle to take out the two 
guards (top and bottom levels) in the prison 
area. Checkpoint 
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15. Return upstairs and exit the prison area through 
the north door. Enter the middle hallway and walk 
up to the back of the camera and scramble the sig- 
nal. Head north, then west and pass by the lab that 
you can't get into yet. 

16. In the intersection, take a right heading into the 
Ай sector to the north. 

17. Checkpoint: Take a left heading west, then 
north down the next hallway. Avoid being seen by 





the guard in the hall to the left and keep walking to 
the next corner. 
18. Shoot the guard in the head with the silenced 
9mm and proceed down the next hall to the 
next camera. 
19. Scramble the camera and peek around the cor- 
ner and shoot the guard in the hall in the head with 
the silencer. 
20. Checkpoint At the end of the hall, shoot 
the vent and enter the 
ventilation shaft. 
21. Checkpoint, Objective 
complete: Exit the venti- 
lation into the computer 
room. Follow Gershon 
to the lab. Equip the 
silenced 9mm. 
22. When the lab work- 
er screams and runs 
down the corridor, you 
must stop him. As soon 
as you see him, use the 
L1 button to aim the 
silenced 9mm at his 
head and kill him before 
he gets too far. 
23. Walk behind the 
control desk and press 
the Triangle button 
when the "Data Uplink" 
text appears in the cor- 
ner. As soon as the con- 

















nection is made, guards storm the room. 
24. Run and roll behind the nearest computer 
tower. This is the safest place to stay out of harm's 
way. Play Peek-a-shoot with all of the intruders. 
25. Return to the prison area where Ramirez is 
being held. Go through the previously inaccessible 
door on the second floor. Enter the B1 door and 
then the lab. 

26. In the lab, quickly gun down everyone in sight 
with a silenced weapon, except for Chance behind 
bars. Be careful not to be seen by the lab worker in 
the glass room on the second floor. 

27. Checkpoint: Walk up the ramp in the back of the 
room and throw the switch on the glass enclosure 
to gas the lab worker inside. 
28. Enter the door at the top of the ramp. Shoot the 
guard in the head with the silenced 9mm. 

29. Checkpoint: At the end of the hall, you will see 
Aramov in a observation room. Jump down and 
shoot the lab worker in the head with a silencer. 
30. Shoot and enter the ventilation shaft at the end 
of the B3 hallway. 
31. Shoot the cover off the shaft. Shoot the lab 
worker in the head, then jump down into the 
room below. 

32. Enter the next room to the west and get the 
vaccine from Aramov. This mission is complete. 








TEMS 


. Knife 
. Combat Gear 








NEW YORK. USA: AGENCY 
BIO-LAB (ESCAPE) 


1. To get rid of the Operative in the beginning, shoot 
one of the beakers of chemicals on the desk near 
him. This will blow him to smithereens. There is a 
Flak Jacket (B) and a Silenced HK-5 (A) in two dif- 
ferent chests in this room. 

2. Enter the next room, shoot the ventilation shaft 
cover and enter the ducts again. This will be the 
theme of the level. 

3. In the hallway, run to the north, take three lefts, 
and the next two rights. Avoid contact at all costs! 
Just run. 























NEW YORK, USA: SLUMS DISTRICT 





1. Kill the Agency man who runs at you from around 
the corner. If you need a Flak Jacket (А), there is 
one around the corner. 

2. || you got the Air Taser in the first mission, it 











4. Shoot the vent cover and enter the shaft by 
standing on the computer desk. Follow this duct- 
work to the end. 

5. Checkpoint: Follow the shaft to the morgue, 
shoot the vent cover in this room and enter the ven- 
tilation once again. Follow it to the end. 

6. Take the Weapons Cache from the locker and 
shoot the vent cover in the corner. Follow the duct- 
work to the next hallway. 

7. Equip the M-79 and target the furthest guard in 
the hallway to save a grenade. 

8. Head down the hallway and use it again on the 
Agency man blocking the doorway. Enter the next 
hallway and blast the guy at the end of the corridor. 
9. Shoot the vent cover 
located midway on the 
right wall in the 
hallway. Follow this 
duct to the drop off 
area. To jump to the 
other side, just line 
Gabe up and 
push forward to hit 
the middle of the 
opposite wall. 
10. Checkpoint: You 
find Ramirez dead 
outside of his cell... 
chance or fate? Take 





works like a charm in this area. Kill the sniper on the 
rooftop down the street near the truck. 

3. There's an Agency man in the doorway to the 
right, another sniper on the roof to the left and 
another man in the basement stairway to the left. 
Make sure to take the G-18 (B) from the ally.This is 

































the M-79 Ammo from the crate outside of his cell 
(D). Move back into the cell, equip the M-79, and 
take aim towards the ramp on the opposite side 
of the room. When the Agency soldier runs by, 
blast him. 
11. Run up the ramp, and at the top, shoot the two 
men in the same room on this upper level and the 
man in the elevator room to the west. 

12. Run to the west side of the room near the ele- 
vator room, turn left and blast the Agency soldier by 
the next doorway. 
13. Walk into the small hallway to the next room 
with the L1 Button pressed and ready to fire as 
soon as the last Agency man jumps into view. You 
may need to back up to keep from getting too close 
to your own explosion. Enter this room when his 
fire goes out. 

14. Activate the computer to make the elevator 
operational then turn around and blast the 
last cowboy. 

15. Leave the room to the left and approach the ele- 
vator. Mission complete. 











ITEMS 

A. Silenced HK-5 
B. Flak Jacket 

C. Weapons Cache -Flak Jacket, M-79, Silenced 
HK-5 ammo 
D. M-79 








when the roof sniper will attack. Taser, Taser! 
4. Peek around the corner to get the guy on the 
stairs; his armor won't allow the Taser to penetrate. 
5. Shoot the lock off the PawnShop door and enter. 
As you enter, two men will run in from the back 
room and begin shooting. The glass between you 


and these men must be shattered before any 
one is actually hit by bullets. 

6. There is a Grenade Thrower on the top of the 
building across the street. He comes to play 
when you enter the Pawn Shop, so don't run 
back out into the street. 

7. Be careful! Around the corner in the hallway 
there is an Agency man tucked away in the cor- 
ner and he's is easy to overlook, but will shoot 
you in the back if you run by. 

8. Checkpoint: Get the M-16 (C) in the corner. 
9. Peek around the door and up towards the 
window to the west. Shoot the sniper in the 
head and head down the ally. 

10. Grab the Flak Jacket (D). Climb the dump- 
Ster to the roof and shoot the Agency man. 
Checkpoint. Use the heating unit to climb to the 
next roof and hide at the wall in front of you. 
11. Peek around the corner and take out the 
Operative on your level and the one who's on 
the roof. 
12. Hang jump down to the of the motel awning 
below. Jump down to the street and take the 
Flak Jacket (E) from around the corner or save it 
for later. You will be returning to this area. 
13. When you reach the next street, Agency 
men will appear in the area you just left. Either 
deal with them now, or wait until later. If 
you have the Air Taser, it will eliminate all of 
these men. 
14. Go down the stairs located near the north 
ally and into the burning basement. Follow the 





halls 
around 
while 
avoiding all 
fire. 
15. There will be 
three Agency men in 
two directions. You can use the Air Taser or back 
up into the previous room and do some peeking 
and shooting. 
16. Stand on the weakened floor and drop to the 
level below. Pull the Sprinkler System Control 
switch and turn around and kill the two Agency- 
men running down the ramp. Return to the 
upper level. Walk around the hole in the floor 
you dropped through and head into the hallway. 
17. A sniper will run out of a burning room into 
the hallway you are standing in and leave behind 
a Flak Jacket and Silenced Sniper Rifle Ammo. 
Proceed into the next hallway. 
18. From outside of the next room, shoot into 
the room and get the Agency man behind the 
overturned table and the one in the back corner 
of the room. Enter the room, stand on the table, 
and pull yourself up to the room above. 
19. Checkpoint: Outside in the hall is a S.W.A.T. 
officer calling for backup. Don't kill him! From 
around the hallway, two men will rush towards 
you and take him out themselves. Run back into 
the room and wait for one of the Agency men to 
run in there with you. He will stop near the hole 
in the floor. Shoot him and he will fall into the 
hole. Peek around the doorway and shoot 
the other man who's throwing grenades out in 
the hall. 
20. Shoot the Agency man behind the over- 
turned table in the next room. Do not enter yet! 
Wait for the second man to run out into the hall 
and then shoot him in the back. 
21. Another Agency man will run at you when 
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you approach the next hall- 
way. Let him have it! 
22. Sniper Room. Peek 
around the doorway into the 
room from the hallway and 
get a head shot on the sniper 
and fire! Jump through the 
window in this room and out 
into the street. 
23. Return to the Motel area 
near the north alley and 
attack the three Agency men 
there. Pick up the Flak Jacket 
(E) around the corner if you 
have not already. 
24. Checkpoint: Enter the 
north alley, kill the Agency 
man and roll under the fence. 
25. As you walk out into the 
street, a S.W.A.T. officer tries 
to arrest you, then shoots at 
you. Take cover, but watch as 
a bleck van careens into him! 
Two Agency men come running out 
of the nearby street and start to attack 
you. Stay covered and pick the one off 
near the dumpster. 

26. Around the corner from where the van 
came is the other Agency man. Peek around the 
corner and shoot him in the head. 

27. Hide behind the van and shoot back at last 
Agency man on the rooftop. 

28. For some reason, the Agency man in the 
next building won't shoot at you if you are out in 
the street in plain sight. Kill him and enter 
this building. 

29. Before exiting this building, pick up the 6-18 
(H) from behind the desk in the back room. 

30. Walk up to S.W.A.T. officer behind the 
patrol car. 

31. Checkpoint: After talking to the S.W.A.T. offi- 
cer, you receive a checkpoint. Immediately start 
firing at the sniper in the window to the left and 
then work on the other who the S.W.A.T. officer 
is shooting at. 
32. Checkpoint: Stay away from S.W.A.T. officer 
around the corner who will shoot you on sight. 
Head upstairs and shoot the man there. Head 
into the first room that you come to. 
33. Shoot the sniper from around the wall he's 
behind. If he's not there, then you killed him 
earlier when you were offering cover for the 
SWAT officer. 

34. same as above 
35. Shoot the Agency man in the stairwell and 
the mission ends with Stevens' failed attempt at 
executing Teresa. 











A. Flak Jacket 
B. G-18 

C. M-16 

D. Flak Jacket 
E. Flak Jacket 
F. Dirty Laundry: Found in the washers in the 
same room where you dropped down through 
the weakened floor in the burning building. This 
will open an extra arena in two-player mode. 

G. Flak Jacket 
H. G-18 
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are in your pathway. These guys don't stop coming, 


еззагу ones. 


the sewage channel. Shoot the two guards inside. 
3. Checkpoint: Activate the Sewage Drain Control 


to Teresa (2). 
walkway and pull up on the right walkway of the 
to the second right turn. 


two guards and then the one to the north. 


Agency men that appear below. Teresa will help 
you out. 












shoot the man behind the van by shooting the van 
while he is behind it. Look around the wall to your 
right and shoot the man standing in the open, and 
then run to the wall near the van. As you do, the 


And thats how you beat Syphon Filter 2. Of course, 
we'd expect you to try to beat the game without con- 
sulting this guide (after all, we did... how do you think 
we wrote this darn thing, anyway?), but we're always 
glad to help out a gamer in trouble. 

Remember to make good use of the Peek-a Boo and 
Peek-a-Shoot methods. They'll help you find and fix 


1. Teresa gives you a .45. Follow her to the sewage | 
pool and try saving ammo for only the enemies that. | 


no matter how many you kill, so only kill the nec- | 


2. Checkpoint: Head back to the area you |изї сате | 
from and head north to the room on the left side of | 


in the back room. Turnaround and from behind the | 
wall, shoot the entering Agency men before they | 
can toss grenades into the room with you. Лет | 


4. Checkpoint: Jump down into the sewage pool | 
first hallway to the left. Shoot your way all the way | 
Б. Look around into the control room and kill the. | 


6. Checkpoint: Take the Flak Jacket in the nook. 
Face north and jump up to the pipe above. Strafe | 
across and stop a quarter of the way to shoot | 


7. Level B Checkpoint: In the garage with Teresa, | 


1. Shoot Chance to keep 
him from shooting you in 
the stairway. Run out of 
the door to the right and 
head for the nose of the 
helicopter. Run around to 
the other side of the heli- 
copter and quickly take 
the Flak Jacket, if you 
need armor. Next, roll 
under the helicopter tail 
(not touching the rear 
blades) and take the 
UAS-12 from the crate in 
the helicopter and then 
roll back under and run 
for the down ramp and 
collect your bearings. 

2. Equip the UAS-12 and 
get ready to run to 
the helicopter when 
Chance's 
attacks have slowed up. 
Chance 
between you and the 


your enemy, while keeping the number of holes in your 
head from unexpectantly increasing. 
Good luck and good hunting! 


man behind the wall will run in the direction of the 
last guy you killed near the ramp. Kill 'em and head 
up to the next level, via the ramp. 
8. Level 1. Run into the parking garage to the oppo- 
site side to avoid being hit by the racing van. 
9. Stop short of Teresa's location and use the 
manual aim to shoot the sniper that runs at her 
from behind. Follow Teresa's request and walk 
over to the door that she throws the smoke 
grenade into. Shoot all the Agency men as they run 
out for air. Collect all of M-79s for the trip up the 
stairs — checkpoint. 
10. On the way up the stairs, use an automatic for 
the single guards and then switch to the M-79 
when dealing with teams of two. 

11. Shoot the man running behind a van with 
grenades. You can actually shoot the man hiding 
behind the van in the foot enough that he will die. 
Two other men come from the upper level. Take 
them both out and Teresa will appear with Stevens. 
12. When you are given the chance, kill Stevens. If 
you don't, he'll grab his gun and try to kill you. On 
the roof ,you are double-crossed by Chance and he 
kills Teresa! 





A. Flak Jacket 
B. Нак Jacket 


rear of the helicopter or some- 
where close to that. 

3. Position yourself so that the 
rear blades of the helicopter, 
Chance (in the middle), and 
you, are all in a nice straight 
line. You only have 12 rounds, 
so make them count and don't 
fire them off too fast. With each 
hit (you can use the auto aim of 
the L1 Button) Chance will 
recoil backwards and hopefully 
into the moving rear blades of 
the helicopter, killing him 
instantly. Congratulations, you 
have just beaten the game! 
Save your game and now all 
the missions will be open to 
replay at your choice. 


































A. Flak Jacket 
B. UAS-12 


grenade 


should be 
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ARACE YDURZELF FOR MORE ШИПТИР. 


“The Armored Core series has enjoyed a tremendous cult Following, 
and the third installment is sure to please the devoted.” 





tlýlenjoy 


Animated Violence 
PlayStation 


Мин. Hans Blvd. Suite 800 Арво Cty. CA 94062 23 1099, 2000 from Software. toe. АЙ igts-ieseived: Apela: hes 
2-24 America ine. Pa Slaton алу th Patan dogne ars ea Son 








= 


You're a mercenary pilot of an AC unit,"so prepare to infiltrate bases, rescue hostages, and 
destroy hostile enemies in all-new detailed missions. Build and customize your master robot with 






lete with 10 new battle stages and arenas, not to mention the return of bad-ass 4 
ttle the computer or challenge a human competitor in one-on-one „ 


Over 180 AC Parts — 2] Brand New (Includes Bonus Hidden Parts!) 
» Battle 150: of the Nastiest Ravens Ever 
= 22 Battle Stages — 10 Br. 





Front Mission || 


expert tips and the complete mission tree 4 





= b ront Mission III is a massively huge game with amazing 

i g| depth! There аге 68 to 70 normal gameplay stages in this 
EN turn-based strategy from Squaresoft, with 85 stages total. 
The only way to play all of them is to save your game before the 
event-changing stages and then go back and make a different 
choice. In the following strategy, we tell you about these critical 
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turning points and when they occur, as well as all the possible 
results from your actions. A walkthrough is not necessary for each 
stage, but we have put together some crucial battle strategies to 
help you in just about any combat situation you'll face. With this 
strategy, there is no way you can lose and you definitely won't miss 
a thing! 


RRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRARRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRARR Ae 


ungmSmNNENEBNENENMENMNNENEHN 
FUMING PRINT STAGES 


Єзаддвава a7 БЕТЕ, 





Looking at the Stages on the Front Mission tree-graphic, you 
will notice the four different sections that branch off to dif- 
ferent Stages. These are Stages that result from the choices 
you make in previous Stages or pre-stage events. The fol- 
lowing is an account of these areas and the consequences 
of your decisions. 


gins, upgrade Dennis 
— if you h 





4. Choose between Alpine Detour or the Front 
Gate. Your choice will affect the next four to 
five Stages. 


h every turn. 
ning it, thus 


the Cadenza and 


Y Trek across 
the dune and 
wait for the 
enemy to come 
to you, 


4 The condition 
of the Cadenza 
determines the | 
next few stages. 


um s 





If you take the 
t against you! 
er and has one 


1 gain a nev 


4 The Front Gate route is easier and has one 
less stage to battle in, plus you gain a new 
party member, Jose. 


YOKOSUKA BASE x 4 


KAMARIYA JC x 3 


YOKOHAMA 





Cadenza Escapes 
= 


ААМ] 


Route A (Front Gate) 





DAM DESTROYED 





Жі 
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Before you start the Ba Kui Dam and if you have Jose in your 
party, you may want to change parts and upgrade him before 
you begin. At the Dam, you will be faced with a choice of either 
destroying the Dam -washing away the enemy Wanzers that 
stand downstream, or leaving it alone and continuing undetect- 
ed. If you choose to destroy the dam, make sure that the enemy 
Wanzer is directly in line, downstream, with the gate that will be 
shot at. If the water misses the target, you've blown your cover 
for nothing. The choice you make will determine what two 
Stages will follow Ва Kui Dam. But it gets а little more confus- 
ing than that at the end of this Stage... so read on. 


If you destroyed the Dam, you will follow one scenario through either Xinzhu or 
Yingko until you reach the DHZ Factory, two Stages away. If you did not destroy 
the Dam, then you will follow another Scenario through the next two Stages, start- 
ing with Xinzhu or Yingko, which also affect the scenarios of following stage — 
Taipei Suburb, Rural Village, or Taiwan Farm. There are eight entirely different 
Stages included, but you only need to play two to get to the Factory. 

Xinzhu or Yuingo, it's your choice. The one you make will determine what the 
following Stage will be. In each scenario, you will face different enemies. If you 
take one route, you'd think you'd miss out on four Stages, right? Not true. You'll 
miss out on six Stages! So keep a save before the Ba Kui Dam if you want to play 
them all and then determine for yourself the best condition and experience of your 
party after all is said and done. 


Make sure that the 
Wanzer you want to 
drown has moved in 
the path of the water 
flowing from the bro- 
ken flood gate. 


\ Target the water 
level space below the 
orange arrow on the 
dam to destroy the 
flood gate. 


A Xinzhu or Yingko? It's up to you, where А In one version of Xinzhu, you will face a 
will you go?. couple of Chixuan-6 helicopters. In anoth- 
er, they will be substituted with APCs! 








Destroyed Cadenza at Wilson Cliffs @ Wilson Cliffs 
| 194: Е z i i 








From an in-battle perspective, this is the least noticeable scenario change in the game. If you destroyed 
the Cadenza in the stage, Wilson Cliffs,’ then you would have recruited Yun (MoneyMaker) shortly there- 
after. And if she is already in your party, then you would play through Wuzhou Base, Longshen, and Guilin 
without any extra concern for Yun. But, if you let the Cadenza escape, back in Wilson Cliffs, then Wuzhou 
Base will become a trial battle for Yun to prove her worth to your team. These same three missions wil 
be slightly different in this scenario. 
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^, Moneymaker joins your party for the first time at A Wuzhou Base becomes а trial battle for Yun 
Hua Lian Rebels Guangzhou Headquarters if you let (Moneymaker) if she just joined your party. 
the Cadenza escape back at Wilson Cliffs. : 



















The Eject option is such a great feature! There are a 
lot of good reasons to Eject, but the most significant 
one being high Wanzer body damage. Many a battle 
has been won by abandoning a Wanzer that's taken 
a serious flogging, and jumping into a lesser dam- 
aged Wanzer. 

When out of the Wanzer, you're extremely vulner- 
able to enemy fire. Certain weapons are more effec- 
tive at killing a "naked" pilot, but we'll go further into 
that in the next tip. You should get into a Wanzer on 
the very next turn after being uncontrollably or pur- 
posely ejected. 


4 Step up to 
the space 
adjacent to 
the empty 
Wanzer you 
would like 
to enter and 
choose the 
eject option. 


Did you know that you could eject from one Wanzer 
into another in one turn? It's true. Just step up to the 
space adjacent to the empty Wanzer you would like to 
enter and choose the eject option, then highlight that 


Wanzer and presto, you're in! Before you confirm your | 


choice, you can set your character's AP as you would 
in the beginning of the stage. Enemy Wanzers are no 
exception as long as they are empty. 


4 Highlight те 
empty Wanzer and 
| press the X button 
and you're inl. You 
will hop from one to 
| the other, saving a 
|| vital turn. 


> Set your charac- 
fers АР as you 
would in the begin- 
ning of the stage, 


then your turn ends. 


When you successfully eject an enemy Pilot from his 
or her Wanzer or if it's a foot soldier that you are bat- 
tling, your choice of weapon is crucial. Long range 
weapons, such as missiles and sniper rifles, rarely hit 
the target, except in the last few stages. You will 
notice that the enemy can hit your "naked" pilots with 
missiles as if they had fluorescent targets painted on 
them. Shotguns, machine guns, and flame-throwers 
are a much better choice, With Melee weapons, you 
usually have a 50/50 chance of making contact with 
the pilot. Always try to approach the space next to the 
pilot, he’s not going to 

hurt you much. 


> Shotguns, machine 
guns, and flame-throwers 
are the choice weapons 
for downing an ejected 
pilot or foot soldier. 


Don't underestimate the power of a pilot! Sometimes 
their low-damage attack can result in an ejection of 
your own! If you do eject an enemy pilot, it's usually 
best to concentrate the full team’s attack on that lone 
pilot. The time spent on killing the pilot and his counter 
damage is much less than what can be expected 
when attacking him if he were in his Wanzer. 


LEARNING NEW BATTLE SKILLS 


When you have the opportunity to learn a new battle 
skill, yet you do not want to replace a favorite because 
of the lack of space in your computer, accept the new 
one and then choose your favorites in the Setup Menu 
after the Stage is over. This way, you will have learned 
the new Battle Skill and have the option to use it 
later when you have a Computer that can handle 
more battle skills. 


4 Never pass 
up a new 
Battle Skill. 
You can 
always equip 
the replaced 
favorite after 
the Stage is 
finally over. 


SURRENDERED OR JUST FAKING IT? 


When the enemy waves the white flag and declare 
they surrender or Checking Morale, don't believe 
them until their health meters turn white. Only then 
have they truly surrendered. Attack them again until 
the meter turns white; only then will they become 
your prisoners. Be careful with the force you use 
when they're low on health. Try using a Melee attack 
if they are heavily damaged and still not completely 
surrendered. Captured Wanzers can be used for parts, 
exchanging, or sold for cash. Try capturing Wanzers in 
each battle. 


4 Yov'll know 
they've truly sur- 
rendered when 
the health meter of 
ап enemy Wanzer 
is white, their ріс- 
fure goes black, 
and the surrender 
fext is shown. 


The option to add amounts of AP to your defense, 
Accuracy, or Evade, or even the option to choose 
which defense to use, comes into play once you reach 
the level two upgrades at the Sentosa City Shop. The 
second choice below each body part, the Def-C 
Upgrade, Acc Upgrade, and the Eva Upgrade, allow 
you to add amounts of AP to these areas just before 
you go into battle. 


Ап 
AntiHmpact Defense protects against Melee attacks 
and Shotgun blasts. 


Anti-P 
Anti- Piercing Defense protects against Missiles, 
Spikes stationary guns, Rifles, and tanks. 


Anti-F 
Anti-Fire Defense protects you from fire attacks and 
Missiles. Fire attacks from flame-throwers are very 
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rare, but the Anti-F is the best defense against 
Missile attacks. Use Anti-Fire only if you know you 
are going up against a lot of helicopters or missile 
launching Wanzers. 


4 Anti-I, Anti- 

| P, and Anti-F 

protects you 

from Impact, 

ring, and 
Fire attacks. 


» By upgrad- 
ing the берс 
Upgrade, Acc 
Upgrade, and 
the а Eva 
Upgrade, you 
can add cer- 
tain amounts 
of AP to these 
areas | just 
before you 
go into battle. 


Always have atleast one Missile Launching Wanzer in 
your party with a couple Missile reloads in the back- 
pack. Hang back in battles to allow the enemy 
Wanzers come to you. Pick off the enemy as much as 
possible before choosing close combat, and for the 
most part, always attack one enemy with all four of 
your Wanzers. Keep the Missile Launcher as far out of. 
harm's way as possible; missiles don't loose their HP 
damage with distance. 

A lot of times, the enemy only moves in when 
their numbers are reduced. If an armless enemy near 
you is still alive, the other Wanzers may not move in 
because his presence is still detected, even though it 
is no threat to you anymore. You can use this flaw in 
the enemy Al to your advantage. You can leave the 
damaged enemy Wanzer and sneak up on the remain- 
ing enemies one at a time, using your Missile 
Launcher as the initial attack as your other troops 
move in for the kill. 


|| 4 Keep the Missile 
Launcher as far out of 
harm’s way as possi- 
ble. Missiles don't 
loose their HP dam- 
age with distance. 


> Always have at 
least опе Missile 
Launching Wanzer in 


ey party and hang 
ack in battles to 
allow the enemy 
Wanzers come to you. 


When you use the shield, the shield and the arm that 
is holding the shield absorb all of the enemy's attack. 
Until you get the good shields that absorb 7096 to 
90% of the датаде, like the Buckler, Heavy Shield, 
and the SN-107G, buy and equip 'Recover Hi' instead 
of a 'Shield Max' or 'Repair', simply because of the 
damage your arm receives until you have these better 
shields. It's better just to replace the arm once it is 
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су а тата 

DEFEATING LUKAV Dg уз кл, pound 
As long as your body HP is up around 1000, you have үйі ла angu 
SN-107G shields with Shield Max in your backpack, a before you begin by 
quality weapon like the Chongta 3, Desoto M300, ог | Арт, defense 
the Arc Barrel 4, you won't have to rely so heavily on 

what Battle Skills you have at this point. While it does 

help to have nice Battle Skills like Arm Smash, Eject 


Punch, and Zoom Il, etc., it is not necessary to beat the > As long as Marino 
boss and his cronies. } nd you have quality 

Change your Defense to Anti-F to absorb the mis- мы ord Мер 
sile attacks from the four Kexi 1:5. Take your toughest Ую heavily оп ак 


team member to the top tier to battle the boss at close Battle Skills you have ДИН 
to beat ће boss stage. 6 2 












gone, which also brings back the shield attached to that 
farm. When you do get the SN-107G shield and have 
Ij Shield Max in your backpack, you're almost invincible. 

If you are choosing to counter an attack from an 
enemy Wanzer whose health is low or Arm damage 
high, don't use the shield — use your weapon. This 
li could save you a turn by eliminating the enemy with 
your counter attack before they get a hit in. 






































4 When you do 
get the SN-107G 
Shield and have 
Shield Max in your 
backpack, 1.0927 B range, while the other three attack the other Wanzers 
—————{ one at a time. Try to stay on the upper level as much as 
possible and attack the Kexi who are on the lower level. 
Have all of your Wanzers counter with the shields and 
keep an eye on their condition from turn to turn. If you 
keep getting beat, go back to the simulators and gain 
more Battle Skills and upgrade your Wanzers, 
but if you already have the stats and ama 
weapons mentioned above, you 

Should have no problem beating 
Lukav. The last battle at the 
LOCATION IS EVERYTHING! Convention Center is а 
Where you choose to attack the enemy is as important B piece of cake compared 
as the weapon you use and the attack itself. Here are а @ to this one. 
few things to keep in mind when looking for your next 
space to move into. 




































4 Attacking Lukav at 
close range makes 
him counter with a 
Melee instead of his 
nasty laser weapon 
that will shoot right 
through you when hit. 






















> Keep an eye on the 
condition of your 
shield in your 
stats and when it 
reaches 0/4, use the 
Shield Max to refresh 
your shield. 




















> If you 
keep gettin 
beat go bacl 
b fo the simu- 
lators. 










Whenever possible, Wanzer that you can't get anywhere else. You һа 
Ride ten Па SEREIS 4 go to: Select Forum-Japan-Other-Armoredkin-BB 
mn dee ы As long as'you feligiously check and send all email | Input the number "3" and enter. The number 555 ХІ 
are fighting а Melee | after every mission, these secrets will work in the | 224 appears here now. Now go to: Selec 
enemy, they may not 2... written Forum/Australia/Other/Auspend/Garbagepit and use 
the phone number in the Inferno Dial 
























be able to reach you 


for a counter attack, М 
22—725 | A WANTED CRIMINAL Now you will receive a Hoshun МК11211 Included 


After the Sumatra Stage and before Choa Chu Kang, | with this Wanzer is the Laser Weapon you went up 
go to the City Streets before going to the Prison (doing | against in the last battle with Lukav. You have to build 
so will start the next stage) and speak to the Bad Luck | the Wanzer manually from the parts that were scat- 
Guy. It turns out that the Bad Luck Guy is actually Dai | tered throughout your stock inventory, but it's worth it! 
Sato, the man who is on the Police’ "Web Site who is 
listed as wanted. Send a message Ву manually 
inputting the address to the police at JPOLICE@0710 
to collect a reward. 














> When attacking 
tanks, step up into the 
space right next to 
them. They cannot 
counter when you are 
in this position; you 
are too close. 








4 Get the phone 
number from the 
Armoredkin 
website апа 
then use it ar 
the _ Lawspite 
website. 








4 Attack. Melee ene- 
from the closest 
diagonal space to 4 Send a mes- 
them. They will not sage by manual- 
be able fo counter : ly inputting the 
attack from this out- д M address to the 
of-reach position. police at JPO- 
С LICEG0710 to 
collect a reward. 

















> Use the number 
555 XKR 224 in the 
Inferno Did! ағ 
Auspend/Garbagepit. 








b Try not to go up 
against an enemy 
wi the same 
weapon, it will just 
come down to who 
has more HP and it 
will wear you down 
to almost nothing. So, 
no matter what space 
rou choose fo aftack 








Jowntown area and talk with 
out that this Fat Guy is really 










rom, the enemy will 


5 5 ^ 2 eel to JPOLICE@0710 and collect the 
tl 
advantage, unless you reward. FINAL SAVE POINT 


feito them. ; : 
орои ded exe nem After beating the Convention Center Stage, you will be 
4.12... given one last chance to save. Why, you ask? Because 
whole team's attack || you can load this saved data and start the дате over 
| on Grenade Leunching D } ‚ | with all of the Battle Skills that you learned from ћеш 
out as soon as possi- B. will get а message from Susan. If you follow have to reset the Battle Skill 
ble. Grenades can M up on these emails, it will end up in the arrest of yet rs and you will only be able to use а 
іп one fum. Ger in || another bad guy. Again, email JPOLICE@0710 to col | couple of your favorites in the beginning, because the 



























| damage multiple units 

















$E this aggressor M. lect the reward. first computers given to you can't handle p 
enemy units so that that much дата. With those Battle Skills | 


the shrapnel will hit 
them as well. 


SECRET WANIER in the beginning of 


After the Observatory Stage, you can get a secret | be able to walk all o 






























AWARDS = 


The only interactive 
entertainment trade 
magazine for video and 


PC gaming retailers. 





Games Business delivers 
6,000 buyers and more 
than 34,000 retailers with 


every issue. 


Next Generation 


Next Gen delivers you the 
inside info — the first to 
bring you X-Box specs, the 


first insider word on “free” 





consoles. Don’t miss out 
on what's behind the 
Scenes in the PC and 
video gaming world. Read 
what technology 


influencers reach for first! 





M i 


The insider's look into the 





Drearncast phenornenon 
with a special exclusive 
GD-—ROM! The only place 
to get exclusive Drearncast 
game demo previews! 
250,000 readers after just 


5 issues! 


PC Gamer 


The best-selling PC game 





magazine in the world! 
Only in PC Gamer do 
Game enthusiasts find 
in-depth reviews, strategy, 
codes and sneak peeks at 
the hottest new games. 
PC Gamer is the best and 


most trusted source for 





PC gaming information! 


FOR ADVERTISING AND MARKETING INFORMATION CONTACT: 415.468.4684 or entmarketing@imaginemedia.com 
www.dailyradar.com * www.dreamcastmagazine.com * www.gamesbusiness.com * www.next-generation.corn 
www.pegamer.com * www.poxl.corn * www.psmonline.com 


Source: DataWorld Studies ©1999, BPA, ABC Statements and sales of one-shots from 1/99 through 12/99. 


АП trademarks copyrighted by their respective owners. 





PSM: 100% 
Independent 
PlayStation 
Magazine 


“Independent” PSM tells it 

like it is! — with unauthorized 
and behind the scenes info 

on the hottest launch in history, 
the PS2. 300,000 PSM readers 


count on us to provide the final 
word about everything PlayStation. 


Games Insider 


Will launch at 2.18 million 
circulation. The first true 
mass-market video and 
PC gaming publication. 
Distributed free to 
consumers at 8 major 
retailers including all U.S. 
Blockbuster, CompUSA, 
Toys R Us and Kmart 


retail stores. 





STRO 


MASS MAR AND THE 









INTERNET 


AMERICA’S 
LARGEST 
PC & VIDEO GAMES 
COMMUNITY 


PC Accelerator 


The first lifestyle magazine 


for PC gamers. 

PC Accelerator is action, 
sports, and adventure 
games, as well as the 
latest in SD technology! 
Informed content delivered 
with a hard-hitting, edgy, 


and laugh-out-loud attitude. 


WITH PASSION 





THE WORLD’S FASTEST GROWING MEDIA COMPANY. WWW.IMAGINEMEDIA.COM 







code [їн 
af rhe month 


on and featured a branching mission structure which 
made it difficult to experience all the games had to 


CODE JUNKIES 


: Cheat option is open, carefully enter the cheats which 2 
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Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each month we pull out those exceptional codes 
and cheat gems and award them with the dubious honor of Code Fix Of The Month. Look here for 
the hottest of the hot codes for the best games each month. 


‚ аге case sensitive. 


offer. Because of the high difficulty, the cheat codes * 
which unlocked practically everything for the games $ 


were priceless. 


The learning curve is much easier to handle in * 
Colony Wars: Red Sun, so the following codes aren'tas : 


crucial as those for the past two games, but helpful, 
nonetheless. To enter any of the cheats, you must first 
unlock the Cheat option by going to the Home Station 


Screen, (the screen you reach by selecting Logon) and = 


press R2, R2, L2, L2, 
ІШІН? SELECT, 
SELECT. Once the 


> АП the cheats are 
entered into a secret code 
entry screen found by 
entering the proper button 
combination at the Home 
Station Screen. 





t we already ra 
ay as the b 
» modes enter the foll 
ile holding L1 + 
vhen entered corre 


All cheats are entered at the Main Menu 


Атпошу........... Make all weapons available in 
upgrade screen 

Big Daddy........... Give player all weapon in game : 

Move House. ....... Тит on HUB selection screen. > 
in front end 

Jalferezi. . . . Give player infinite afterburner 

Awrate Make player invincible 

Sly n Devious ....... Gives player infinite secondary. : 
weapons 

ROCKWROK ........ Turns players weapon overheat : 
off 

еШ Ый seii. e ee Turn Complete and Fail Mission * 


The past Colony War titles became quite difficult early : Cheat 
- All Cheats Off....... Turns all cheats off 


: Greyam Beard....... 


Effect 


Opens up all player ships for 
selection 

Make all upgrade items and 
player ships free of charge 


Break and Enter 








options on in Pause menu 


rc + 


Pinstripe . 
ue 


\ d boi 
Unlimited Wurr 
Unlim 


Ф + + + + + [> 


CTR is even more fun when you 
cheat heavily! 


1 missions? Just enter 


2 cheat to bring up a 
5 mission hub um 


; you skip around 
> the game. 


1 P With the right code, ` 


> Having trouble 
getting to the later 













the "Move House” 


tion option that lets | 













4 One of the best 
codes, "Break and 
Enter" gives you 
access to every 
ship and weapon 
in the game, free 
of charge! 











you could be flying 
this baby for free! 









Now even 
more charac- 
ters from the 
Crash universe 
are playable 
without hav- 
ing to beat 
the дате. 


The "Scrapbook" cheat unlocks a slide show of concept art and 
other materials from the entire history of Crash games from 
Naughty Dog, including this custom painting done exclusively for 
the cover of the June 98 issue of PSM by Bob Rafei of Naughty Dog. 
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Die Hard Trilogy 
Level Select And Much, Much More 


We brought you the strategy last issue and now we've got the codes! There are some silly cheats, as well as 
some serious, game-busting codes to try out, including the few we ran with the strategy. Different codes affect 
different parts of the game, but the area where you enter it is noted along with the cheat. All the cheats are 
entered while the game is paused. 


All the cheats are entered while 
ње дате is paused, but be sure 
you’re in the right mode: Third 1 вип завет y 
Person, Gun or Driving for the cheat SU IR ost ve SELECT = Ф 
you want to use. A message saying Options 
“cheat enabled” will appear in the poets 
upper left hand corner. Re-enter а 


cheat to disable it. 5 RESTART 
M EXT Game 


елші мам “4 4 516) 759-7800 
NS _ y» M i (900) 454-HINT 
nvulnerable. 3 2 : 27% Ў (900) 680-НІМТ 
All Weapons . . . 1 T 4 ; 5 T 2' 

nfinite Ammo... 
Skeleton Mode . . ; 
Pop Top Mode .. 1 . 3rd person 


Big Head mode. . . 8td person il q ! Atlus Software 714) 852-2351 
Camera 2 Dampel < 3rd person 25 * Bandai .. ..(810) 926-0947 
o Laser Aim . e = 3rd person á A 900) 680-2583 


1st Person Camel г. 3га person 
Funky Mode .. 2. 3rd person 
Electric Mode . 2 8rd person 
Slow ВосКеї..... . 3rd person, 
Slow Motion. . ‚боп 


wr ! Bing | : Electronic Arts 900) 288-4468 
nfinite Time Driving pu Fox Interactive 900) 225-5436 


Snake Саг. . : e S GT Interactiv: 970) 522-1797 
in d 3 


























Remove Воду.... 


415) 348-0500 
900) 370-HINT 
900) 896-4468 


Entering the Funky Mode changes ^ To make it rain in the driving 
the appearance of all enemies. levels, enter the rain code. 


| N 
Е Midway/Williams 903) 874-5092 
# PRACTICE LEVEL Mindscape 2 900) 737-4468 
PRISON LEVEL 
To choose any level in the game or see any cinema go to Pete ae eet ман Namco 900) 737 4. 


the Main Menu and press L1 L1 . Upon correct Will appear immedi- „ Bo taa 
5 ately after you finish Hoover ПАЛ 
code entry, a Menu will appear that will let you choose the entering the code. ^. Casino 


cinema or level of your choice. тесте — ) REESE | 46 
na D Ready Soft. 905) 475-4801 

Sony CEA 900) 933-7669 
Formula One ‘99 n Du ИШИНДЕ ИНИСИ Sierra . 900) 370-5583. 
Hidden Monaco Nights Course { ) (8C 





For an extra challenge, you have to try the Monaco 
course at night! To open the Monaco Nights course, “у; А Am 
you must first get a high score by racing a single race - ^s I 5 
on any course in the Grand Prix mode: Once a high = 3 У 787-2900 
score is achieved, enter the word NIGHTS as your ү 370-НІМТ 
name and the Monaco course is playable in the Quick 34 
Race mode. 

If you're having trouble getting a high score, set 
the Al to easy and set the steering and brake assist to Ad ne | 
the maximum. Also, до for the shortest amount of с | (303) 739-4019 


laps, which is five. Once opened, the course сап ђе eres 
К dt d Е Perhaps one of the reasons F1 racing doesn't take place at night : 900) 288-4744 
saved ШЫҒАДЫ, is because the cars don't come with headlamps. _ 
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П Соде Effect 
le IASTERS.IS.AS.HARD.AS.NAILS.MON! . . . . Makes Masters extremely hard. 
МҮАМТ.ЇТ.АЦ...АМО.1.УУАМТ.ЇТ.МО\М/! . Give everything 
The latest Rollcage is a true racing masterpiece, with no shortage of fun extra modes WHEELS, METAL, ITS. ....THE.BIN! . Give all cars 
to play. Normally, to play them all, as well as open all the cars and other bonuses, _ YOU.HAVE.A.LOTA EXPLODING ТОРО Give all Combat tracks 
you would have to play through the game, beating its various tournaments. If you  WELLIFITAINTTHEM.PESKY.KIDS ........ Give ATD ghost cars 
aren't an extremely good player, then you will probably be missing out on а whole /OLD.IN.HERE ОВІЅІТ.МЕ 2... ..... . Give Demolition modes 
lot of what Rollcage: Stage II has to offer, until you enter the following codes. Опе | .MIBROR.MAN, 00000000001. Give Mirror mode 
of them, the "Give Everything" code, is the only one you need to enter, as it does _ LOOK, JOUTLITS.ANDY.GREEN....... ‚ Give Mega Speed mode 
exactly what its name implies. These codes were supplied to us directly from ATD _IM.OBVIOUSLY.SICK.AS.A.PAR ‚ Give Rubble Soccer mode 
(Attention To Detail), the company behind Rollcage: Stage I) HERE. TODAY, СОМЕ, LATE AFTERNOON : . . Give Survivor mode 

All the codes are entered at the Password option found in the Main menu, When PURSUIT, А SUITMADE FROM.CATS. Give Pursuit mode 
you enter them, be sure you stick the dots inthe night places there аге по spaces — NOW.THAT'S WHAT.L.CALL. RACING ive All Tracks mode 
between words 2 = —— 





























































Ў Use Left and Right directional | 
> Аз you're ки a { buttons te select Position 
info the password screen, 

remember that there are по 
spaces between words and 
pay close attention to com- 
mas, periods and other 
punctuation marks. 










Же Up and Dawn directional 
{| buttons te select Letter 





A Every car in the game is now yours. Check the А All the bonus games can now be played. You 
Bonus Awards option found in the Main Menu to may not want to enter ће "Mega Speed” code as 
see all the stuff the cheats unlock. it makes any mode almost too fast to handle. 








Carrera, quit out of the game you're presently playing 
and return to the character select screen 

















|» Enter the unlock 
This time we have the code everyone wants, the тү ала ы 


unlock everything code! We also һауе come across а Officer Dick, then enter 
à А the Private Carrera 

silly bug invo ving the Private Carrara cheat we brought code to either vc 

you last issue. Enjoy! her or use her moves. 









If there can be any complaint about this game, it 
would be that the default settings make for some 
pretty bouncy cars. By tweaking your car in the car set 
up menu, you can fix the bouncy problem, but if 
you're up for the bouncy handling and are looking to 
get some crazy, amazing air, we've got the cheat for 
you. Enter FLY “іп the name box you come to after 
choosing to make a new driver. Be sure to enter the 
single space before and after the word and when you 
start a race, every jump will send you flying! 



























Uniock Everything 
This is the master code that will unlock everything in 
the game. That includes pushing every character's 
Stats to the max, unlocking every board, making every | 
level accessible, unlocking all the cinemas and ем i 
unlocking Officer Dick. To unlock everythin, in- LAU SPIN eene 

game, pause gameplay, then hold М апа рге: EE 

+0+%ЈА. 6 + A (performed like Bob 
correct code entry, Exit out of the game and you wil Burnquist ШС move which is done at the top of 
notice that all levels, a all ending FMV it low speeds, like а handplant) 

and even Officer Dick will be unlocked. : 5 x 
















> Don't forget to put 
the spaces before and 
after the word FLY to Ш 
get the code fo work. 
































> After you enter the 
Unlock Everything code, 
every character will 
have full stats and every 
board will be available, 





The following codes will blow Army Men: Загде 5 
$ 3 Heroes wide open, as they will let you choose апу 
Officer Dick With Private Carrera ез, кашы ы level in the game, as well as give you every weapon 
Sounds | when you do. there is! To access all the levels, go to the Main Menu 
Last issue we told you how to play. as the scantily lad UEM and press and hold `+ L'1 + R1 while you enter + + 
hidden female character, Private Carrera, but we just жанан * *. To get all the weapons, pause the game during 
found out that there is a way to play as. Officer Dick, gameplay and press | © R1 L1. 

using her special moves. This is more of a bug than an · 
actual cheat. Start a game in any mode as Officer Dick. 
Pause gameplay, then enter the code to unlock Private 
Carrera by holding L1 and pressing 4% A + О t € A. 
The screen will not shake. Press Start or choose 
Continue, but do not choose Retry as the game will 
freeze. If done correctly, your skater will have Officer 
Dick's appearance, but will have Private Carrera's spe- 
cial moves and sounds. To actually play as Private 


















< Enter the Level 
Select cheat at the 
Main Menu, then pro- 
ceed to the level you 
wish to play. 









This cheat is really no big deal. If you Press L1, L2, or 
R2 while selecting a wrestler, you can use them with 
different outfits. This cheat is made for those of you 
who enjoy wrestling, as well as playing dress-up. 
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Most of the following cheats will just change Spyro's 
appearance, but the All Abilities cheat will let you beat 
the game much faster. Every area of each new envi- 
ronment will be easily accessed once the cheat is 
entered. All of the codes are entered at the pause 
screen you get after you press START during game- 
play. A chime will be heard when entered correctly. 


There were a couple codes for Rainbow Six that we 
missed last month. In our never ending effort to pre- 
sent the most complete code section of any magazine, 
we are running the two new codes along with all the 
codes from last issue. What a deal! 

You enter all the cheats while holding the L1 button 
and most are entered on the pause screen reached by 
pressing START during gameplay. A couple of codes 
are also entered at the Main Menu and are noted 
below. As codes are entered, a message will appear 
confirming that they worked, Re-enter a code a second” 
time to deactivate its effect. 



















-big head codes Used to Бе funny, back when they weren't includ- 
ed in every game, 





Press START during gameplay to 

PALSED get the pause screen to appear. 
From there, enter many of the 
Rainbow Six cheats. A message 
appears when a code has been 
entered successfully. 


RESUME 


REVEAL AAP CHEATS GR. 
PRESS Ё то CONTINUE T 


ABORT MISSION 

























Effect 
All Abilities... <- 




























































































Big Head Mode... * t * sec Skeeter 
Flat Мойе........ +. | Now you can make Spyro a red, blue or even yellow dragon. на mMYP E 4 
D + : ИШТЕ EE 
+. Finding бето. 5 deed а E 
E э Think you found all the gems hidden in the game? 42 24 
» « ^ Make sure you're not missing any by pressing L1 + L2 eye will 
E t> 1 || | + В1 + R2 to see Sparks point in the direction of the konfirmation 
ja nearest Gem. message appear. 
"А 
; Crash Team Racing Demo 
treet ; : : 
отоо ae БӘС 112. In Crash Team Racing, there is a hidden Spyro 2 demo, Effect Cheat 
UBER МАНА 11 Ви 24. so it's only fair that Sony would put a hidden demo of Make Terrorists Disappear ....... AO 
NEU v i Crash Team Racing inside Spyro 2. To check out the Reveal Maps. -a.a 5 
Wwe попопоє+ 6% 6 4 demo, go to the Main menu and press and hold L1 + Open All Doors у 
(when entered correctly you will be immediately trans- И. Hostages Can Not Be Killed. . . 


More Ammunition ............. 
Full Health For Entire Team ..:... А 


ported to the credits roll) 





View Ending Sequence. ...... JADOOOXA 
(Enter at Main Menu) 







levels in Sidecar mode 
OMG ET Lu Awards 4 nitros in 
> all Jailbreak Races 










а 








The following cheats let you skip around the 











highlight the Multiplay 
Press and hold the L1: 
press the X button to 
After you enter the ch 










supy ШЕП, 


VIBRATION ON 
QUIT .. 


{у= 













must actually quali 
to play the third level pi 













Cheat 


LO шш KUFSDA ШЫ қ 


is entered while the game and 81105 
is paused. levels in Jailbreak moc 
. Use L1 and R1 to switch | 
d RT to switch А Highlight ће Multiplayer option in the Options Menu and press 
levels in 5-0 mode and hold the L1 + RT + R2 + 1 buttons then press the X button to 
ЛІМ? Use L1 and R1 to switch get the cheat screen where you enter the cheats to appear. 











The PlayStation version of Marvel Vs. Capcom has finally hit shelves and, like most 
other Capcom fighters, there are several hidden characters to unlock, as well as a 


few other goodies to uncover. 


ЕХ Menu 

Looking for even more options 
to tweak? Hidden in the дате 
is a secret EX Menu that, when 
activated, will give you control 


» If you really want 
to cheat, access the | 
hidden EX Menu and 
set the Hyper Combo 
Gauge so that it is 
always full, 2 


over the Hyper Combo Gauge, Vitality Ве very 
U 


Speed and let you toggle human/c 
and off for players one and two. To ор 


when entered correctly. 


Hidden Characters 

All the hidden characters are unlock 
Mode with various different characte 
the rounds to one and set the айс 
enter the hidden ЕХ Menu and ma 
Once à character is unlocked, they 
acter along the border of the charact 
in the direction off screen. Al he. ü 
memory card. 
Character Win With 
Onslaught 

Roll 

Gold War Machine . 
Red Venom 

Orange Hulk 

Lilith 


Any Character Ss .H igh 


d d beating the Arcade 

ty level. To make it easier, set 

St Setting. You may also want to 
er Combo Gauge full all the time. 


igh! [ 1 

ighlight Zangief And Press 

ighlight Chun Li And Press 
ighlight Ryu And Press +. 

ighlight War Machine And Press * 








ighlight Gambit And Press + 


4 Тһе hidden characters are accessed from the character select menu in 
any mode, including Vs. 





If you want to use more cars апа һауе 
access to all the tracks in the game, 
enter the Options menu and choose the 
Enter Name option. Then enter the word 
TATOO and start a Quick Race to 
choose any of the normal or alternate 
versions of any course in the game. 


Car 
1999 Audi Prototype 
1999 Toyota 


To use the secret bonus cars, head | 


to the Options Menu, where you will 
again choose the Enter Name option. 


Enter one of the following words as your : 
name and the screen will shake when | 


entered: correctly. The гасе will ђе 
immediately апа, if you win the race, the 
car can be driven on other tracks. 


for the game 
аге entered at 
the Name Entry 
~ screen found in 
the Options 


а 4 All the cheats 


digg rs 


С ыйа 


А The Audi Prototype is an amazing piece of 
machinery that can only be used on other tracks if 
you're able to win the race you automatically start 
after you enter the cheat. 
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> Grey Zangief is 
different from 


There is one other cool hidden 
character, Grey Zangief. At the 
character selection screen in any 
mode, highlight Zangief, then hold 
Select and press any button. 


Hidden Special Tag Partner 


There are two hidden Special Tag Partners to unlock. Get them the same way you 


How To Select 
. Highlight Colossus And Press + 
Highlight Iceman And Press + 


Partners can be found at the bottom of the 
election screen. 





Dime d с 

This quirky little trick will allow yo 

Ryu. At the character selection 

while you press any button to u: i 

you press any button to select him to ш 

Ken's moves. ; 

4 After you beat 
the game with 
Megaman, you 
will be present- 
ed with this 
screen showing 
a new move for 
the character. 


Wegaman's Magnetic Shockwave. 
Beat the game using Megaman and 
you will open up a new move for the 
character. When you start a new game 
press and hold SELECT while you 
choose Megaman with any button. 


During the match, press + к € + + X to perform the Magnetic Shockwave move. 


Switch Starting Character 

This simple code is very useful as it allows you to switch between characters before 
a match begins. To switch, press and hold L1 after you choose your characters and 
continue to hold until the match begins. 


Last issue, we brought you a huge listing of codes for No Fear Downhill Mountain 
Biking and since then, we've come across two more. Both are hidden trails which 
offer very different experiences. In order to play the hidden courses, you must first 
have access to all the normal trails in the game, so 

we've listed the code you 
need to enter to unlock 
them. To enter the codes, 
enter the Time Trial option 
found on the Main. Menu, 
then choose уез when 
asked if you want to enter a. i Competition Access Code. 

Once one of the hidden trail cheats has been entered, 9o to the track at the diffi- 
culty level listed after the cheat. 


> Enter the Time Trial option 
and select yes when asked if 
you want to enter a 
Competition Access Code then 
enter one of the codes, 





Cheat 
LOTSOFFEAR 
LOTSOFDOTS 


Effect 
All trails 

. . Dots Trail (Race Sunshine 
Forest in Amateur Mode) 


Race during а volcanic @ 3.39 Е 


eruption (Race Aso Volcano іп 1/22: | 


LAVALAND2 


Рго Моде) 


> This has to be one of the strangest codes we've ever had ће 
pleasure to experience. Enter the Dots Trail cheat and see what 
we're talking about. A screen shot doesn't do the effect justice. 








800610020000 
:d00e0ec28006 
800е10020011 


Quick Count On P3....d00c62600100 
4 80064c1c0000. 
Press [Select] Quick Count On РА... 400262600100 
80066180000 
900385700128 
800е10380000 
10062600040 
800е2е000086 
00062600040 
800e4cac0086 
ok Pin РА... 00662600040. 
800662280086 
..d00e2da2800e 
800621280000. 
..d00e2da2800e 

800e2f2a00ff 
finite Time Out Of Ring P2..............d0038ec00098 
Д 800е2е200350 
Press [Select] Quick Count On P1...,000062640100. 
800e0fa80000 
Press [Select] Quick Count On P3....d00c62640100 
" 80064c1c0000 
Press [Select] Quick Count On РА....000062640100 
= 800662180000. 
40088570128 
800626500000 
Press(X] Quick Pin Р1......................000662640040 
у 800610380086 
«000062640040 
800е4сас0086 
.....000662640040 


1 Can't Be Ріппея................... 
PressIX] Quick Pin P2............. 


. P2 Can't Be Pinned | 


Press(X] Quick Pin РЗ. 


Infinite Time Out Of Ring Р3...........40038ес00098 
800е4с1с0350 

[Select] Quick Count On P1....d00c62680100 

; '800e0fa80000 

Press [Select] Quick Count On P2....d00c62680100 
800626200000 

[Select] Quick Count On P4....d00c62680100 


Көйлегін PES S nee 


Infinite Time Out Of Ring P4 


Press [Select] Quick Count On P1... 


800665220000. 


-d00869828006 


80086622001 


-d00c626c0100. 
800601880000. 


Press [Select] Quick Count On Р2...400262620100 


Press [Select] Quick Count On РЗ... 


Рд Can't Be Pinned.. dhama. 


Press[X] Quick Pin РТ 


Press[X] Quick Pin P2 


Press[X] Quick Pin РЗ... 


Enable All Cheats... А 


Infinite Move List Space... 
Infinite Health (All Players). 


Can't Be Pinned (All Players) 


Can't Be Counted Out (All Players)... 


mm 
Pi 1 НІКІ 


P1 Instant Death... 
P2 Infinite Health .. 
P2 1 НЕК 


P2 Instant 
Infinite Round Timer . 











P2 Infinite 
P2 Hyper Combo Gauge Empty: 
P1 Hyper Combo Level 0.. 

P1 Hyper Combo Level 1.. 

P1 Hyper Combo Level 2.. 

P1 Hyper Combo Level 3.. 

P2 Hyper Combo Level 0.. 

P2 Hyper Combo Level 1.. 

P2 Hyper Combo Level 2... 

P2 Hyper Combo Level 3... 

P1 No Hyper Combo Gauge .. 





P2 No Hyper Combo Gauge ............ 


Unlock Everything... 


P1 Partner Infinite Health ... 
P1 Partner 7596 Health... 


РІ Partner 50% Health... 


800626200000 
.d00c626c0100 
800е4с1с0000 
90038570128. 
800862280000 
900с626с0040 
800610380086 


:«d00c626c0040 


800626500086 


000062600040 


800е4сас0086 
8000182000 
800618421000 


:1003857с0128 
8003857е2400 
00382000098 
800886c22400 


800701240000 
:.8007c5340090 


d007¢5340090 
8007с5340001 


-800705340000 


800708326363 


800761260090 
1.800761 260000 


80075360000 
8007с5380000 


.500003020000 


80070720111 


-...8007:9840090 
00709840090 


8007c884006C 


..d007c9840090 


8007с9840048 


. P2 Partner 50% Health 


P1 Partner 2596 Health.. ....0007:9840090 
8007c9840024 
d007c9840090 
80079840001 

800709840000 
8007с48с0090 
d007cd8c0090 
8007cd8c006C 
d007cd8c0090 
8007с08с0048 
d007cd8c0090 
8007с48с0024. 
007680090 
8007cd8c0001 

P2 Partner Instant Death 8007cd8c0000 

РТ Infinite Special Partner Attacks. . 8007c17a0005 

P1 No Special Partner Attacks. 8007c17a0000 

P2 Infinite Special Partner Attacks. . 8007cde20005 

P2 No Special Partner Attacks. 8007cde20000 

P1 Max Wins. .. 800708960367 

P2 Мах Wins 800708980367 

P1 Quick Max Score 8007c168ffff 

P2 Quick Max Score ‚. 8007c578ffff 

Start on Last Stage 600728880000 

300708880007 

600708220000 

300708230001 

30078220000 

60078200000 

200768260001 

lever Wins. 300768260000 

Ryu with Ken Moves 3007b8e40002 

Ryu with Akuma Moves ...... 300708640004. 

nfinite Duo Team Attack 

Infinite Duo Team Attack 

nfinite Wolverine Berserk Mode 8007c22201ff 

infinite Duo Team Attack 


P1 Partner 1 Hit Kill 


P1 Partner Instant Death... 
P2 Partner Infinite Health .. 
P2 Partner 7596 Health 


P2 Partner 25% Health 


P2 Partner 1 Hit Kill 


P1 Only Needs One Win 


P1 Never Wins 
P2 Only Needs One Win 


inite Wolverine Berserk Mode 8007c63201ff 

Ryu with Ken Моуө5......... 300708650002. 

P2 Ryu with Akuma Moves 

inite Time for Specials 

inite Time for Specials ...... 8007с6460010 

EX Mode at Main Menu .... d00288080c01 
800706680108 
8007c25800ff 








| Megaman Has Magna Shock. . . 8007c24e0001 
Megaman Mega Buster Maxed. 8007c23800ff 


800ае1200007 
... 80067700007 
.. d008235a0bb8 
500009020000 
801110846464. 
800559300330 
8009120107 
8006а0060099 _ 
8013874е0231 


Infinite Home Timeouts 
Infinite Away Timeouts . . 
O 





Infinite Shot Clock Time 











The only website MA 
for rabid gamers 4 | 
with insatiable 
appetites 

for digital N 
entertainment! Na. 
We've got hot, fresh ди 
DAILY content for ће 
obsessive gamer... tips, tricks, 
cheats, news, previews, reviews, 
downloads, demos and more. 





Get it Daily... you know you want it! 















А This shot is not faked! Here's the PSM crew and the new PS2. This pic kinda reminds us 
of that scene from 2001 where the monkeys are gathered around the monolith... 





As we all know, when Lunar: S. S. S. 
was released, it came in the collector's 
set with all of those great extras. 
However, the included soundtrack had 
only an incomplete set of songs. Have 
you heard of any place where | could 
find the complete soundtrack to this 
wonderful game? | have already 
checked with a few big import stores, 
and all anyone seems to have is Lunar: 
Eterna! Blue music. Thanks for 
your help. 


Sam Nowland 
Clearwater, Florida 


> RANDY: Unless Working Designs 
does it, the chances of a full English 
soundtrack for the game ever surfac- 
ing are pretty much shot. I'm not 
sure whether or not you checked in 
with any of the online import game 


Hacom. 


T.J. Hart, age 15 — 
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mail us at psm@imaginer 


and music dealers, but they may be 
able to help you find the Japanese 
soundtrack, although it is rather old. 
Your best bet, however, is to scour 
the online auction sites, such as 
eBay, as there are always other otaku 
parting with parts of their anime and 
game music collections on there. 
Good luck in your search! 


When | tore through your March issue, | 
nearly thought my friends had slipped 
me a hallucinogenic; PS2's graphics 
look sweet! But l'm still left with 
some questions... 


1. | love PC games. | play them online 
everyday. Why the heck should | pay 
$300+ (even though | will anyway) for a 
PS2, when | can play games online that 
will most likely cost less? Will this 
"Broadband Network" really be that 


ay Hate 


ukoden |, 


Suikoden, 
Medal О 


ay Love Me, You М 


Tekken 

151€ 
Favorite Genres: 
Favorite Game: 


Legend Of Legia, Resident Evil 1- 3, Dino 
ill, 


Favorite Game: 


559 


much faster? 


2. Afew issues ago you mentioned that 
Sony might release a "development 
tool" for gamers to create their own 
games. I'm only a teenager, but l'm 
really interested in learning how to pro- 
gram. Any new news on the tool? 


3. Let's talk modem costs. Sega gave 
a 56k, which is an average modem 
standard and l'm guessing the big “М” 
will do the same. But seeing as 56К5 
are at least $100 for PCs, will they cost 
near as much for PS2? What about 
service prices? 


4. Are there any plans for a "Who 
Wants to be A Millionaire" game for 
PS2? ls this your. . . FINAL ANSWER? 


Evan Lahti 
Ibstr@juno. com 


B STEVE: Yeah, Evan, the PS2's 
graphics do look sweet. And they're 
just going to get better and better 
over the next few years. 


1. Well, why would you pay thou- 
sands of dollars for a PC? Most peo- 
ple get them to play games and 
that's what the PS2 will do. However, 
for the $300, you get a whole lot 
more for your money. You get the 
most advanced gaming console ever 
created, a high-quality DVD player 
and a multimedia component all in 
one very small package. If you hap- 
pen to be using a standard 56K 
modem right now, then the broad- 
band network will be dramatically 
faster. Once you have DSL or a cable 


vs. 


Marvel 


Kevin Koenigs, age 1: 


Favorite Game: 


Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, СА, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 
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modem, there is simply по going 
back to standard analog modems. 


2. I think what you are referring to is 
the Net Yaroze program that Sony 
instigated for the PlayStation. 
According to some online interviews, 
Sony plans to carry the program over 
to the PS2, so casual programmers 
could attempt to make their own 
games. However, this probably won't 
happen until a year or so after the U. 
S. launch of the system. Until then, 
Sony will just focus on getting as 
many Р525 out there as possible. 





А Rumor has it that there will be a Net 
Yaroze program for the PS2! 





3. 56K modems can drop to around 
$30 if part of their functions are soft- 
ware-based. The DC modem works 
in this way. Е is а hybrid 
hardware/software modem that 
relies on the Hitachi SH-4 cpu to run. 
While this puts more of a burden on 
the CPU, it does help to reduce the 
cost of the modem. We are not sure 
how Sony plans to implement its 


Ponlork Heng, ag 


Favorite Genres 
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invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause" as the 






Illustration: Robert DeJesus 





“Тиз Mom's Toric 


So, what do you think of 
the PlayStation2? 


"E he Japanese launch has finally come and 
gone, so what | want to know from you guys 
this month is, what did you think? After looking at the 
screens, hearing our opinions and reading what's on 
the web, did the launch live up to your expectations? 
Also, where do you think Sony should go from 
here? What should the company really focus on in the 
next few months to make sure the PS2 can keep its 
momentum? Be brutally honest, but keep in mind 
that Japanese hardware launches are generally 
rushed, and never have as much software as they do 
atthe U.S. release. 
So, that's our topic for this month. 


It's kind of a quickie, | know, but as | _ Муд THE LAUNCH 
write this I've just gotten back from Let Lim TO YOU 
ттт ма "" 


Japan with ту PS2, and l'm eager to 
get your feedback. Just toss me a line 
at one of the addresses above, and as 
always, the briefest, most interesting responses will 
be printed here. Don't forget to include your name! 





> сна Sire 


On to the pros and cons of videogames becoming 
mainstream. Pro: a lot more games will be released 
Con: | think most games will be either targeted at kids 
or will be quiz games. The day | see а game like Fina 
Fantasy pushed back 'cause the company is working 
on a You Don't Know Jack game, ||| start my own 
game company. | seriously doubt Square, Namco and 
Capcom would sell us out by making quiz games, and 
as long as we have those designers, ||| be content. 


Misty Greathouse 
artdecay@bellsouth.net 


Games today seem a little bit "mainstream" already. i 


Wrestling games, fishing , NASCAR, and movie based 
games have always been around. | don't think us 


hardcore gamers will be left out. When games į 
become more popular, there is going to be more į 
games (mainstream and hardcore) made than ever 


before. Things will be changing, but we'll survive. 


David Rasmussen 
drasmuss@bellsouth.net 































have been left behind or overlooked. No matter how 
far the industry is willing to go to make it more acces- 
sible and mainstream for "part-time gamers’, it's us 
of the market. They can't afford to overlook us. 


Dennis White 
dennispsx@yahoo.com 


| want to see that day when me and my Dad will be 
lames evolving as a form of entertainment for all, 
'egardless of age and gender. | don't think this kind of 


an a game like Metal Gear be replaced? Games like 
his will be around for the rest of gaming industry. 





Aldwin Lising 
lo address given 


1 I think games аге too mainstream as it is. Everything £ 


i has been dumbed down for the 'casual' gamer. | 
1 mean, in FF8, the Fire Cavern was supposed to be 
1 timed from when you enter to when you exit. The US 


when you beat Ifrit. The Japanese didn't think we 
1 could handle it, so they made it easier. Where's the 
challenge in that? 


| Aileen 
{ aeris40@hotmail.com 


To be honest, | think it should continue in the same 1 
way. As a hardcore gamer, | have yet to feel like | : 


playing videogames together. | mean, most adults : a у 
Ё А es 1 Jessica McLaughlin 
hink that videogames are childish. | want to see P AGiiNamedGoo@webtvnet 


transition will hurt hardcore gamers because hey, how t 


subject heading). We will run the best of your responses here in this section. 





| Corey Twisdale 
snakeforlife@hotmai 





Hardcore gamers will never be left behind. Sony and 
every gaming company knows that it is the major fans 
that count! Videogames have gone mainstream with 


titles such as the Resident Evil series, Metal Gear 


Solid, and some more adult games. Back in the ol' 
NES days, the games were always kiddy, with no real 


| plots. Along with the systems, videogames have 
i matured, too. And please print my email address. 


.com 


i think that games going into the mainstream will be 
1 good. This means that game manufacturers, such as 
i Sony or Nintendo, will have to focus more on the 


graphics and technology of video games rather than 


| focusing on their other products. Which equals better 





games, better merchandise, and even more original 
ideas for games. 


| Kyle Weeks 
i hellakewl9@cs.com 


What do | think about mainstream gamers? For one 


i thing, "Gamer' is a title reserved for die-hard game 
1 fans. "Game Players' is the term for casual players. 

















| And | honestly don't think they pose much of a threat 
| to the true gamers out there. A problem similar to this 
i happened not long ago when girls came onto the 


gaming scene and guys thought that the market 
would be over run by "Hello Kitty’, "Barbie", and "Virtual 
Baby" type things. And it didn't happen. Girls hap- 
pened to like RPGs, fighters, shoot-em-ups, sports 
games and racers over the “intended for younger and 


3 i sensitive gamers" style games. | personally would 
hardcore old fogeys who will always make up the bulk Í pick Tekken over Hello Kitty Cube Frenzy anyday! 


Most people started out as mainstream game players 
that got hooked on one certain game, then craved 
more. Yesterday's Pong and Pac-Man players are 
today's Metal Gear Solid and Resident Evil players. 
New gamers were all once game players. 


There's good news and bad news when it comes to 
mainstream videogames. The good news: the gen- 
eral public will not look at videogames as a "fringe ele- 


| ment' of the entertainment industry. People will be 
1 able to talk about games without looking nerdy. The 


version only had it timed from when you enter to į 


bad news: more complaining about content, more 
rushed out crap, and more awful videogame movies. 
The bottom line is, going mainstream probably won't 
hurt games any, but start praying now just in case. 


David Greenbank 
DavidG60@excite.com 


| CHRIS: It sounds like most of you feel 
like Ido — games going mainstream 
| should be a really cool thing, but it's still 
something to keep an eye on. І think the 
і biggest point made is that with 
{ more public attention will come 
} more scrutiny. Guess we'll see! 
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(Continued from pg. 102) 

online network but Рт sure that 
prices will be quite cheap. They are 
already partnering with various com- 
panies in an attempt to make the 
broadband a reality and inexpensive 
to the user. 


4. Uh, I certainly hope not. | don't 
want to see anymore of Regis. . . 
especially a polygonal Regis. 


Hey all you guys. . . Keep the mag com- 
ing, but make it a little bigger. . . 


Lately | have been really thinking about 
the PS2 and it's internet connection, 
and what it can do with that. The first 
and most obvious of course is multi- 
player gaming. In your most recent 
issue, you mentioned that you may be 
able to play RPGs online and then sell 
your extra items, or buy new powerful 
ones, even with your credit card. | think 
that may happen, but first Sony has to 
get the network up! My thought on it 
though, is this: You know how sports 
and racing games have a ton of ads in 
them? What if they could be dynamical- 
ly loaded from a server belonging to that 
company? What | am trying to say is 
that companies could build games so 
that the boards of a hockey rink, etc. 
would be able to load new ad images 
on them. So they could sign contracts 
with someone wishing to advertise, 
and when the contract expires new ads 
get loaded. These ads could even be 
perhaps rotated, like on some web- 
sites. You would get new ads by when- 
ever you boot up your game, it will auto 
connect to the companies server (at 
their expense... ) and download any new 
ads. If Sony really is going to get this 
broadband network running this could 
be very feasible. The only snag would 
be where to store the ads. . . Perhaps in 
RAM, or is all of it needed for the 
games? Sony should be smart and 
release a removable external hard-drive 
for the ps2. Anyways just my thoughts. 





Andrew 
No Address Given 
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. - Eric Thomas, age 18 


-+ Michael, ag: 


Favorite Genres: Racing, RPG, Fighting, 


wouldn't doubt that your ideas actu- 
ally come into practice, when, as 
you said, Sony's network is actually 
online. However, at face value, 
there's really not much benefit to us 
gamers from such a system — unless 
you consider looking at advertise- 
ments an advantage. it certainly 
makes a lot of sense for game com- 
panies though, and I'm sure lots of 
them could stand to make mega- 
bucks off it. Now, if this form of 
advertising were in some way used 
to subsidize the costs of publishing 
the game they were displayed in, 
then we might see something really 
cool, such as lower-cost or (dare | 
say it) free games that are complete- 
ly subsidized by in-game advertising 
— kinda like those free internet 
phone call sites. Now that'd be cool... 
as long as the ads weren't too big! 


Hey everyone at PSM. | gotta tell ya that 
you guys got the best Playstation mag 
out there. | got a few questions for ya, 
hope you can answer them: 


1. | know that PS2 won't be coming 
packaged 


































with 
a modem at launch. 
want to know is if and 
when it will, and if 
there will be spe- 
cial packages 
for the differ- 
ent modem 
types? 


What | 


2. Will the 
PS2 get any of 
the great arcade 
games that have 
been coming out 
recently? Sega has 
some of the great- 
est ports | have 





what 








4 Very few people know thi. 
he's 
“Gopher Bloke!” 


ever played, and | want to know if 
any of the better arcade games 
will be seen on the PS2. This 
is one of the reasons | was 
thinking on getting а £44 
Dreamcast, and | am a 
diehard Sony fan. 


3. You know in Street Fighter Alpha 
3, that annoying voice at the 
beginning of the fights says “бо 
For Broke" almost every timi 
What | want to know is wh 
exactly are you going for 

"Go For Broke. " 


Mike 
No Address Given 


А Аге 





1. Sorry, but there's no 
word on any of Sony's 
modem plans right now. They're 
waiting to establish a true broad- 
band network, and sadly it won't be 
ready until sometime in 2001. 


2. Of course PlayStation2 will get all 
of the big arcade titles, except for the 
ones made by Sega themselves. 
However, Sega is hinting more and 
more that PS2 development could 
be in their future, strange as it 
sounds. If the PS2 comes out and 
trounces the Dreamcast, that 
becomes a very good possibility. 


3. You're going for the gusto! 
The glory! You're laying it all 
on the line, 'cause there 
ain't no tomorrow! Or, 
Ww it could just be some 
stupid thing they say. 


| have troubling 
thoughts about 
Resident Evil: 
Code Veronica. 
I'm thrilled that 
this amazing 
"true" sequel 
is on its 
way, but why 
just for the 
Dreamcast? All 
us Resident Evil 


but 
saying is 





actually 





Xenogear, Thousand 
Ва 


Сарсот, Ве: 
iter 


== Neo Perez, age 15 
Favorite Genres: RPG, 
Favorite Games: 


orror, Shoo 


s a girl 


tation i 


"Do | make you 


= John Wirth, age 


Quote: 


zombies 
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fans are Playstation owners 
and have been with the 
series for years! Now 
Capcom is leaving us out in 
the cold? The main reason 
this bothers me is because 
the RE series is a continuing 
story. For those of us with- 
out Dreamcasts, how can 
we find out what happens 
next? l'm not biased against 
Sega or anything, but the 
original PS owners out 
there deserve to follow 
the story. Don't get me 
wrong, | was thrilled 
when | read that the 
series WILL continue 
on PS2, but | don't 
want any gaps in the 
story! Please Capcom, 
at least port Code 
Veronica over to PS2 when the system 
arrives. You have a huge fanbase with 
Playstations, many of which will move 
to PS2! Don't forget about us! 


deserting 
PlayStation for the Dreamcast? 


J. D. Varley 
spectre 5000ghotmail. com 





That's actually a pretty 
good point that | hadn't thought 
about. It's a tough situation, because 
I'm sure Capcom doesn't want to 
shaft its PlayStation fans, but it also 
wants to deliver to the Dreamcast 
audience. Also, as a gamer who has 
both, | wouldn't want to see the 
same game done a million times on 
every system, so 1 was glad to play 
through an all-new Dreamcast 
adventure. Ё we're lucky, Capcom 
will release an enhanced version of 
Veronica on the PS2. Otherwise, I'm 
afraid that you're just going to have 
to rent or borrow a Dreamcast. 


So whats up Chris, Stephen, Noah, 
Max, Randy, Bill, Eugene, Gary and, of 
course, Banzai Chibi-Chan! 


Hey, | have a question. What do you 
guys do with the games when you're 
done playing with them? Do you throw 
them away or save them to play with 
again? And do you get your games for 


Favorite Games: 
Quote: "GET OFF ME!" 
=- Latonya Vincent, age 16 








Live the life of a secret agent and drive anywhere at top 
speeds. Dodge traffic and crush anything in your path as you 
rage through beaches, buildings, airports and cities and more. 





Tune up and test drive thirty-one vehicles to leave 
your enemies in the dust! Change vehicles and use 
e-mail tips to gain any advantage possible. 











Thirteen adrenaline-packed missions 
require superior intelligence. 
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| love wrestling games. | was wonder- 
ing if you guys have heard anything at 
all about any possible wrestling 
games that may be in production on 
the PS2. If so, have you heard any- 
thing about if there will finally be like 
an RPG type wrestling game? | think it 
would be great if there would be a 
wrestling game that has awesome 
graphics with quick paced gameplay. 
If it was a WWF game they could 
have, say, Triple H would come out 
and trash talk like he does on the 
show, then when he's done you could 
come out and have a variety of choic- 
es of different things to say back 
which would determine if he would 
fight you or if you would fight some- 
one else. The actual interviews and 
interferences are a super huge part of 
the show. No wrestling game to date 
has had this part of the show in the 
game. 

| read every bit of your WWF 
Smackdown preview in the January 
issue. You guys said the game is shap- 
ing up to be great, but | didn’t hear 
anything about the entrances. So far | 
think that WWF Attitude has the best 
entrances of any wrestling game out. 
| was wondering if Smackdown was 
going to offer us picky wrestling 
gamers the best experience of the 
wrestling show in this game. So, | 
want to know how does the game 
play? Is it like Attitude, where you 
have to press all those button or is it 
like a Wrestlemania 2000 grappling 


free from the companies themselves, 
or do you get special deals through 
the different companies? 


James Torrey 
Spokane WA. 
B \Х: Hey yourself, James! Well, 
we get the games direct from their 
publishers, generally speaking, and 
keep them after we've reviewed 
them, of course! Wouldn't you? 
Early burns either stay in the office or 


RPG's, and action games. 


Favorite Games: Coolboarders 2, Twisted 
Just cause I’m a giri doesn't mean 
Quote: "Following orders blindly with. no 


questions asked? You've lost your warrior's 


Favorite Games: Metal Gear Solid, Final 
pride, Snake." 


Fantasy 7&8 
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Favorite Genres: 

1 can’t play with the boys. 

..- Dusty Ruby, age 13 
Liguidsnake 3Ghotmail.com 
Favorite Genres: Action and RPG 


Quote: 


layerh rhe smacHeth down 


game? Thanks a bunch, guys. 


Keegan Lanier 
keeganl79Ghotmail. com 





> By now, ай you hard- 
core wrestling fans out there 
should already have your paws on 
Smackdown, so ЇЙЇ just leave that 
be. As for PS2 wrestling games, 
just look on our cover! How's that 
for service, huh? Aside from ЕА5 


















WCW game, THO is, of 
course, hard at 
work on its Р 


first next- 
genera-, 
tion WWF. #7 
title. 
Ali we 
know 
right now is 
that they're | 
using a sim- 
Наг cyber- ! 
scanning У 
process to get 
the superstars’ 
faces just right. There are 
some other Р52 
wrestling titles planned 
for Japan, but for 
right now, those 
are the only two 
we've confirmed for the 
U. S. Oh, yeah. Acclaim will proba- 
bly have an ECW game ready by 
early next year too. 


б 


are returned to the company that 
sent them. 


Hey, guys, your magazine is far superi- 
or to all other gaming magazines. | have 
the oh so common “just a couple of 
questions” for you, but they should be 
easily answered, since they are about 
you and your magazine. 


1. Since the first 2 issues of PSM are 
sold out, | have to ask you, how many 
stars did you give Final Fantasy VII? | 


can't play game: 


Final Fantasy VIL Final 


'enogears, Broken Sword, 
Games, Any Oddworld game, 


iom 
tanche! 


Just because l'm а woman in 


n/adventure & strategy. 


Favorite Games: 
Fantasy tactic: 


Rez Е 
ies doesn't mean 


Favorite Genres: RPG, survival horror, 
just means | сап afford to 


SAMI, age 35 


Samievt 


Quot 


асі 






You are going to pick up а PS2 when it 
comes out, arent you? Cause l'm 
gonna import one from Japan. 1 
already have my order in, and it 
should be shipped on the 4th. Well, 
on to my letter. 


1. First, the issue of video gaming 
company Acclaim. |ме had it with this 
company. They can't make anymore 
games. EVER! When they came out 
with WWF Warzone, | thought, 
whoa, cool. Then, Attitude came out. 
IT SUCKED. It even sucked for 
Dreamcast, and there was 
WAY more space on the 
GD-Rom disk to expand. 
| Acclaim didn't do that. 
b. They just added some 
FMV of the 
TitanTron 
intros. 





*Hanging 
head in 
shame* Now, 

ECW is com- 
ing out. I've played 
it, and | could have 
sworn that | was 
playing Attitude. 






ankind *sigh* When a 
а little ride i 
down to the company just 
mat in WWF changes the 


Smackdown. 
SR. characters, and 


gives it a new 


think it 
deserved 5. 


indisputably 


2. Preceding many big 
games releases, such as 
FFVIII, апа Metal Gear 
Solid, there is often a vast 
quantity of hype. Often, as 
in the two games | men- 
tioned, they live up to that 
hype. Unfortunately, there 
are many that don't. Can 
any of you think of any that 


age 14 


(Qao! 
stice@mai 
an anime theme 


3» Jeremy Brown, age 19 
Favorite Genres: RPG, F 


Favorite Genres: RPG 
Favorite Games: Fi 


Jessica Trayer, 
Racer, Resi 


Deedlit040785 


ат 
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name. ІТ is over. Acclaim is the word 
you see when you look up sequel in 
the dictionary. Just a company that 
makes one good game every 4 years, 
then sequels the hell outta it. | GOT 
TWO WORDS FOR ACCLAIM! Do 
you feel the same way? 


2. What are you views on the rating 
system? Meaning, why don't you 
think any company will put out an 
“Adult only" game? | think, that if the 
company will do that, the parents of 
America (you know, that one mother 
who says 

something, then rallies up everyone) 
will try to ban it. Thus, making stock 
go down in the company. Feel this 
way, too? 


Justin Harper 
Jman5379@aol. com 


1. 1 don't think anyone could ever 
argue with your opinion of Acclaim. 
To me, the most disappointing 


thing about that company is that 


during their heyday, they had 
more money and resources to put 
towards making great games than 
anyone. They could've gone out 
and bought up all the best talent. 
But they made some horrible deci- 
sions. 


2. You nailed it right on the head. 


were a particularly huge let- 
down following much hype? 


3. | have seen many games 
that you have given 1 1/2 
stars to, but never a 1. Have 
you ever given a 1, or haven't 
there been any games that 
were that inferior since the 
launch of your magazine? 


4 Metal Gear Solid definitely 
lived up to its hype... 


= Sage, age 14 
Favorite Genres: RPG 


Favorite Games: V 
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4. What happened to Frank? It seemed 
like he was only around for twenty min- 
utes or so. 


Captain Whap-Caplit 
footcake@hotmail. com 


b> NOAH: Easily answered 
questions are, understandably, 
my specialty. бо let's get 
started, shall we? 


1. Yes, FFVII received five stars. 


| think the biggest over hyped 
ле on the PlayStation has to һе 
Blasto. We even bought into it and 
ran a cover on the game before we 
had a chance to play it. Of course, 





RE DEFEATED 
DA 


ing, rpg, and every- 


LL BEAT YOU WITH ONE HAND 
OW YOU DIDN'T STAÍ 


TO MAKE SURE ONCE YOU 


D Dogg, age 18 
Мау С., аде 14 


а dot 


9g. s 
Favorite Genres: fi 
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4 This Suikoden Il illus- 
tration by Jaki really 
classes up this section 
with its fine-art style. 


b Ben Lichius did а 
great job with this one. 
It's a cool pic of one of 
our favorite scenes! 


+ Kristoffer Remmel 
sent in this stylized RES 
piece. For a cartoon 
piece, its very gritty. 


> Its 

know that 

ple haven't for- 

gotten Alucard! 
Thanks to Arlene 
for this cool piece. 


when it came out, it was absolute 
doggy doo. 


3. We've given one star before on 
numerous occasions. Here's the 
short list: 2Xtreme, Spot Goes To 
Hollywood, Dragonball GT Final 
Bout and Ргоддег. 





4. We lost him on a hike. It only took 
28 minutes. 


I'm a player of the ungodly addictive 
EverQuest. | believe there were rumors 
about this coming out on PlayStation2. 
EverQuest on a console? | can't imagine 
EQ w/o a mouse and keyboard. For 
some reason | find this really, really dis- 
turbing. If they do have this, how do 
you think they'll go about getting us up 


Fantasy 6, 


1,2; Xenogears; BoF 3; 
[2] 


Diego Flamm 
vtech 
You're not good 


(0 


go! 
Favorite Games: Tony Н 


Quote: “Wark 


d 


Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading “Fan Art.” Now get busy! 
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and playing? | mean, do we get a 
Keyboard and Mouse with it? | figure 
there HAS to be a keyboard for commu- 
nication. Another mystery would be, 
will these people be integrated into the 
servers we have already? Dear lord the 
servers are so crowded now, we don’t 
need another wave of newbies (no 
offense to people, we use the term as 
new characters rather than experience). 
If there isn't, the mystery stands what 
of us computer players that want to 
have some PS2 server characters? As 
much as this is a guessing question, it'd 
still be interesting to hear how others 
think this could be done. 


Keith Thomas 
gospel@nervhq. org 


WWF 


опе, 
Bloody Roar, Red Alert: Retaliation, 


агл 


iom 
[o 


[9] 
Alexandra Bruce, age 13 


Russell Myers, age 14 


Tigarbot@a 
Favorite Games: Толу 


Favorite Genres: All 


and let the 











tands to reason th: 
EverQuest ever did come to the 


consoles, it: 


PlayStation2, it's probably be а 
mostly new version of the game 
specifically aimed at the console 
market and playable using the stan- 
dard DualShock2 controller in one 
way or another. That doesn't mean 
that Sony won't release a mouse and 
keyboard though, but every game 
(except Ape Escape) has to have 
some way to play it using the stan- 
dard controller that came with the 
system. Аз for game servers, Sony 
really could go either way hypotheti- 
cally — integrating Р5@ players with 
PC players, or giving them their own 
servers. My money's on Sony pro- 














Fantasy Series, 


Danny Shushelovsky, age 13 
ent, Knockout Ki 


Favorite Genres: Fighting, Racing 


Quote: "There's more to FF8 than 
Favorite Games: 7 


Favorite Games: Fi 
Grand Theft Auto Serie 





108 | LETTERS 


ЈУ он, ER. 
HI LADIES! 
UM, HOW'S IT 

М. CONG? 


ii: 
RIGHT, / 
ER... SORRY 
GIRLS, GOTTA 
со! 


ducing an EverQuestlike game 
specifically for PS2, so all of this 
could (and most likely will) be a mute 
point anyway. 


Thanks for looking at my letter guys. 
First off, let me start by saying you got 
the best magazine I've ever laid eyes 
оп. I'm been subscribing to this beauti- 
ful magazine for about a year and its the 
only magazine that hasn't pissed me off. 
| got a few questions about what | want 
most: the PS2. 


1. In your March 2000 issue, you said 
that with the PS2 and the broadband 
network, you will be able to buy virtual 
items for your videogames and stuff like 
that and you said that you could use 
your Visa card to purchase them. My 
guess is that a lot of videogamers are 
below the age of 21 or 18, Visa card 
purchasing age, and a lot of parents 
probably won't let their kids mess with 
their Visas. What's gonna happen that'll 
let kids like me buy the virtual stuff? 
Maybe some card like a phone card may 
make it a possibility. l'm addressing this 
problem cause' l'm one of those 13 year 
old kids. 











А Don't worry about yo 
PS2's controllers jamming up 
at a crucial point. 


Мач 2000 


HTTP / uuu. OFILYRADAR.com 


HELL HATH NO FURY... 


GAH! ин, 
YEAH WELL, 
YOU'RE STILL 

GROOVY, 


2. What would be an average price for 
the virtual items? 


3. With the pressure sensitive 
DualShock2 for PS2, what's going to 
keep the controller from jamming up 
while playing the game? 


Laf Green 


Be MAX: Thanks for the kind words 
about the mag, Laf. 





1. As for your questions, the whole 
E-commerce deal, as you can imag- 
ine, has to be very secure if people 
are going to buy stuff over the net. 
Restricting these transactions to 
credit cards helps ensure your pur- 
chase is ‘safe’ and | think that's the 
way it'll be for a while. Your idea 
about phone cards would raise the 
ugly forgery issue, and Sony isn’t 
going to let that happen. 


2. Our feature was pretty speculative, 
but we're guessing prices will run 
across an entire range: pence for a 
new suit of armor, maybe, but dol- 
lars for a set of new levels, perhaps. 


3. Good design quality! 


Hey fellas, what's up? | am 
writing to let you know 
about something that 
involves 


BABY! 


your magazine, | thought you might 
find amusing. | was watching the 
local news, the Houston NBC affiliate 
KPRC. They were talking about an 
upcoming PlayStation game that had 
local parents outraged. They then 
showed the cover of your magazine 
and the preview of Valkyrie Wilde 
inside. They said the game featured a 
fully nude main character and would 
be out in stores in April. Man, 1 just 
about hit the ground laughing. | got 
my copy of PSM in the mail a few 
days ago and spotted it as an April 
fools joke right off. | know it's been 
somewhat of a tradition for some of 
the game magazines to put an April 
fools joke in their April issue every 
year. The fact the game comes out 
on April 1st and at least one of the 
screen shots is from Tomb Raider: 
The Last Revelation, with Lara 
removed and replaced by the lovely 
Miss Wilde. These and a few other 
things make it quite obvious it was a 
joke (and a good one | might add). 
Anyway | just thought you might 
think it was funny that your pre- 
view was taken seriously and 
shown on the 
Houston news. You 
guys take it easy 
and keep up the 
good work. 


Derek Luker 
Victoria, Texas 






E Yeah, the 
whole Valkyrie Wilde 
thing got blown out of 
proportion. We had several 
people call us after seeing the 
preview appear on the local 
news. Apparently, the story orig- 
inated in Idaho, on an NBC affili- 
ate, and spread to the rest 
> Valkyrie Wilde finally 


bares all and comes clean 
with the truth. 


of the country via satellite. It seems 
everyone just ran the story without 
first checking with us to see if it was 
real or not. It was funny to see cover- 
age of the game with such headlines 
as "Adult games come to the 
PlayStation" or "Will your kids be 
playing X-rated games in the near 
future?". Eventually, the studios got 
around to calling us and were cer- 
tainly surprised when we told them 
that the whole thing was just a hoax. 
They couldn't understand the fact 
that it was just an April Fool's joke. 
Well, we guess the joke was on 
them. For those of you, out there, 
who thought that Valkyrie Wilde was 
areal game... shame on you, too. You 
should have know that Sony would 
never allow a game like that to be 
released on the PS. Now, that the 
truth is out, everyone can stop calling 
EB and Software Etc, As for the com- 
pany behind the game, 1-Up Studios, 
they might be more real than you 
think. Anyway, thanks to everyone 
for enjoying the joke. It 
will certainly be 

interesting to see 
what we come 
up with next 
















Special thanks for art by Adam Warren and colorist Joe Weltiens 
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als, and anything else rela 





B Russell Forman 
poopoopachuGhotmail.com 

Description: | am looking for Parappa the Rappa. 
Will trade or buy. For trade, | will give NBA Live 99 
or Colony Wars: Vengeance. 


| Keith Pettigrew 

Deacon007@Juno.com 

Description: l'm looking for a good condition 
Bogey Dead Six! Will trade or buy out right. 





| Mike Dennis 

milki304@aol.com 

Description: | am selling a bunch of games. 
These games include Akuji the Heartless, Crime 
Killer, G-Police, Heart of Darkness, Jersey Devil, 
Ninja:Shadow of Darkness, Parasite Eve, Rage 
Racer, Tiger Woods 99: PGA Tour Golf, and Wild 
9. | am willing to work out deals. 


| William McLendon 
charter319@hotmail.com 

Description: | am selling the following games: 
Independence Day, Tomb Raider Ill, Blasto, WWF 
Warzone, WWF In Your House, WCW Vs the 
World, NBA Live 98, and Madden 97. E-mail me 
for prices. They are cheap. | also have a bunch of 
demo discs for $2 a piece. | am looking for 
Syphon Filter, Tony Hawk's Pro Skater, Silent Hill 
Street Sk8ter, and No One Can Stop Mr. Domino. 
lam willing to trade. My games do not have orig- 
inal cases, but they have all their books. Some 
games | have a strategy guide. 


| John Naitove 

gavin@bestweb.net 

Description: | would like to buy Dragon Ball GT: 
Final Bout. | would much rather buy it, but | might 
be willing to make a trade. E-mail me with your 
offer, or talk to me on AOL instant messenger; 
we can make a deal. My screen name is Spitbike. 


| Colin 

wood17@jps.net 

Description: | have some EXCELLENT deals 
lined up here! Tekken 3 - $30 Einhander - $20 
Bust-a-Move 2 - $15 Point Blank w/GunCon - $40 
Final Fantasy Tactics - $30 Metal Gear Solid - $25 
RE: DC w/RE2 demo - $20 Casitevania:SotN - $25 
NFL Gameday 99 - $25 Jet Moto 2 - $15 Grey 
Sony Dual Shock Analog Controller - $20 Grey 
Sony Digital Controller - $10 VCD Movie Card - 
$40 Gameshark - $20 | might even be up for a 
trade if you have the right stuff. Hurry up and 
get it while you can, this stuff won't last long. 


be Jere 

JereCinc@aol.com 

Description: | am looking for RPGs, | love ‘em 
and want some very specific ones. Final Fantasy 
Tactics, Breath of Fire 3, Xenogears, Beyond the 
Beyond, and Tales of Destiny are high on the list. 
I'm willing to pay $20 or higher per game. | want 
good copies of each and am willing to trade. 


| Patrick Wilmes 

ronnydobbs1 @netscape.net 

Description: l'm selling Point Blank w/guncon. It 
has original box and manuals for $37.1 am also 
selling a mega memory card for $20 and Tekken 
1 for $10-$15. These may not last long. 





ed ra rhe шайзїаноп 











гч DAVID Y 
Catcher216@aol.com’ рм 








DESCRIPTION: Step right up ind ада duet B ТР "лт Metal Géar Solid (610), Star 


amazing deals! If you don't think that these 
are great prices, you crazy! Lets get down to. 
busines twill SELL, NOT TRADE the follow: 





Ocean : Thay second story with Official Prima 








b> Michael Barnhart 

web@carlsbadnm.com 

Description: | am looking for a mint or near mint 
Syphon Filter and Dune 2000. | am selling Alien 
Trilogy (65-10), my brother's Rugrats ($5-10), 
Mechwarrior 2 ($16-25),and some demo discs. 
The Alien Trilogy is in a little less than good con- 
dition with original jewel case and booklet, It runs 
good though. Rugrats has only been played two 
times. It comes in original jewel case and booklet 
and looks and runs like brand new.: Mechwarrior 
2 comes in original jewel case and booklet. It has 
been played numerous times but is still in good 
condition. Would anyone like sorne N64 games? 
E-mail me for any questions. Oh yeah. The demo 
discs are Playstation Underground issues 2.4 and 
32, Pizza Hut demos, and Playstation demo disc. 


| Jonathan Anderson 

drj852620@cs.com 

Description: | am looking to buy a PlayStation 
console. | don't need any controllers, games or 
memory cards and | am willing to pay for just the 
console for around $50-70. Please e-mail me 
with any offers. 


= Kindred 

kindred@journalist.com 

Description: l'm looking for Gundam: The Battle 
Master and Macross: VFX2 to trade, | have 
Xenogears and Legend of Legia to offer, both in 
good condition. 


| Mark Smith 

otakuwarrior@hotmail.com 

Description: | would like to sell some RPGs that 
| have finished. They are Final Fantasy Anthology 
(with music CD) $30 - Grandia $30 - Final Fantasy 
8 $30 - Parasite Eve $20. Games are all in mint 
condition with instructions. All prices are nego- 
tiable; e-mail me with any questions or offers. 


B- Niels Strazdins 

coyoteskt7@hotmail.com 

Description: | have Vandal Hearts, NHL Faceoff 
99, Triple Play 99, Blasto, Destruction Derby, 
WCW Nitro, Resident Evil 2 strategy guide, WCW 
Thunder, Tomb Raider 2, Tenchu and Battle Arena 
Toshiden 1 and 2 that l'Il either trade or sell. I'm 
looking for Driver, WCW Mayhem, NHL 2000, 
Madden 2000, NBA Live 2000, Medal of Honor 
and Crash Team Racing. 


| Joe Lorello 

joelorello@prodigy.net 

Description: l'm willing to sell Omega Boost 
$25, Demolition Racer $20, Road Rash 3D $12, 
007 Tomorrow Never Dies $20-$25, Destruction 
Derby 2 $15-$10, Quake 2 $25, Twisted Metal 2 
$5-$10 (it works, but the disk is scratched up), 
Nectaris $2, Legends of Legia $15, Command 


and Conquer $5, Auto Destuct$S, a and Test Drive 
Five $15, Oddworld Abes Exodus $15. And | 
may be willing to sell fighting force. Most of my 
cases are cracked, but | will give you new ones if 
you want.My prices can be negotiated. If you buy 
something for $25, I'll give you Nectaris for free.| 
want you to include the shipping price.! will also 
sell 2 controllers and multitap.if you will pay 
more, l'Il give it to you with Quake 2. 


| SLIK 

SLIKJj87@aol.com 

Description: | am selling/trading the most electri- 
fying psx hardware sold today! it's the 
Gameshark Pro! It barely been used and is in per- 
fect condition. It will also come with: a instruction 
tape & manual. | will trade anyone, and | mean 
anyone for a 2x memory card. 


B® Gabriel Gil 

mariaperez@povertylaw.com 

Description: l'm willing to trade the following: 
RE Directors Cut =$20, Gran Turismo=$30, 
Monopoly=$15-10, and Vibrating Steering 
Wheel= $45-40. In good to mint conditions. Will 
clean them before selling. Will give it w/instruc- 
tions manual and cover not broken. I'm also sell- 
ing other games and accessories. Willing to trade 
for: FF8, Driver, FF Anthology, FF Tactics, RE 2, 
RE 3, Dino Crisis, NFL BLITZ 2000, and MGS. 


b> LERY б. 

RcKID2000@aol.com 

Description: | am selling/trading NBA Shoot Out 
98 ($20) and Madden 99 ($20). They're in mint 
condition with their manuals. | will trade both for 
Showtime NBA on NBC or two memory cards. 
And | will give a FREE!! DEMO disk. 


| Nick L Bagley 

nickbagley@juno.com 

Description: | will trade for Xenogears, Suikoden 
1 or 2, Grandia, Final Fantasy Anthologies, or any 
other rpg. 


B= Matt King 

E-mail- MKool13@aol.com 

Description: | am desperately trying to find all of 
these games: SF Puzzle Fighter Turbo, Tomba, 
Star Ocean: Second Story, BOF3, Alundra, Tales 
of Destiny, Legnd of Legaia, or The Next Tetris. | 
am willing to pay $10-$15 dollars for each game 
or best offer of someone. Thanks!! 


B- Justin Whitt 

bird_man101@yahoo.com 

Description: | am looking to sell the following 
games and accessories for the playstation: Gran. 
Turismo 2 $34, WWF Attitude $30, Thrasher 
Skate and Destroy $35 plus | am selling a pro 
action replay game shark device for $15. 


Got some old games lying around just col- 
lecting dust? Maybe you've already tried the 
old 71 got these by mistake for my birthday” 
excuse at every shop in town, but no one will 
trade them? Then get rid of ‘em here, for free! 
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| Son Gokou 

gogeta_5@hotmail.com 

Description: | am looking for Dragonball GT Final 
Bout. | ат willing to pay $20.00-$40.00 dollars for 
it. Please! | must have this game. | would also be 
willing to trade Army Men 3D, Air Combat, or 
NHL Faceoff ‘98 for it. 


| Cass Miller 

nextgen gamerG yahoo.com 

Description: | am selling the following games. 
Apocalypse-$10, Armored Core-$10, Cool 
Boarders 2-810, Fade To Black-$10, Crash 
Bandicoot 2510, Sim City 2000510, Twisted 
Metal 1,2,11:810(еасі), Rampage World Tour-$10, 
WCW Thunder w/strategy guide-$15, Wild 9510, 
а Mad Catz Analog controller-$10, ОРМ demos- 
$1(18,19,24,26:each), and WWF Attitude-$20. All 
items are in mint condition. 


| Adam Matlock 

amaster75@hotmail.com> 

Description: l'm looking for a dual shock con- 
troller, Xenogears, Tecmo's Deception, Parasite 
Eve, Rtypes, and Star Ocean 2. | am selling some 
Demo Disks(priced by content), REDC($20), 
TM2($15), Live 98 (for whatever it's worth), and 
some PC games. Also, if anyone has the incredi- 
ble SNES game Chronotrigger, l'd love to take it 
off your hands for a reasonable price. 


| Longlifter 

longlifter@prodigy.net 

Description: l'm looking for a Net Yaroze in fair 
condition with everything and the keycode for the 
Yaroze site. | am willing to work any type of set- 
tlement out. | am willing to pay $500 for the 
Yaroze. | also want to sell or trade Playstation 


with one controller, memory card, and Driver 
game, N64, Controller, Gameshark Pro, DKracing, 
RampageWorld Tour, FzeroX, and Quest 64. 
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BACK ISSUES 


Issues 
#1, 
#2, 

& #6 
are SOLD 
OUT!!! 


THANK 
YOU!!! 


#14 • 10/98 • 57. 99 
* Parasite Eve, pt. 2 
* FFVIII: 80 Screens! 
• New Controllers 
PLUS Thrill Kill 

Lid Sticker 


#22 6/99 • $7.99 

» Ridge Racer 4 

• Resident Evil: 
Nemesis—first pics 
* Huge PlayStation 
2 update section 


#23 • 7/99 • $7.99 
> Mortal Kombat 
Special Forces 








#5 • 1/98 • $7.99 
• Preview ‘98 
: TRII Strat, pt. 2 
• Crash 2 Boss Strat 
PLUS Memory Card 
Stickers, Tip Cards 


#7 • 3/98 • $7.99 

• RE2 Guide, pt. 1 

* FF Tactics Secrets 
• Bloody Roar Strat 
PLUS Memory Card 
Stickers, Tip Cards 


» Metal Gear Strat- 
egy Guide pt. 1 

• Tenchu Guide 
PLUS Giant Lara 
Croft Poster 


#24 • 8/99 • $7.99 
• Dino Crisis — 80 
exclusive screens 
• 150 ЕЗ games 
revealed! 

• Lara Croft nude? 


#25 * 9/99 • $7.99 
» Tomb Raider 4 
» Legacy Of Kain: 
Soul Reaver 

• 70 new action 
figures 


#8 • 4/98 • $7.99 
» RE2 Guide, pt. 2 
Bid 

• Diablo Guide 
PLUS Gex 2 

Lid Sticker 


#16 • 12/98 • $7.99 
• Holiday Buyer’s 
Guide 

» Metal Gear Solid 


#26 • 10/99 • $7.99 

• Massive strategies 
for Dino Crisis and 
Soul Reaver 

* Final Fantasy VIII 





#9 • 5/98 • $7.99 

e Tekken 3 Guide 

» NfSIII Guide, pt. 1 
* Gran Turismo Strat 
PLUS Memory 
Card Stickers 


#10 • 6/98 • $7.99 

• Tekken 3 Secrets 

* Gran Turismo, pt.2 
° №1 Guide, pt. 2 
PLUS Crime Killer 
Lid Sticker 


* 1999 Previews 
» РЅМ'ѕ Game Of 
The Year Awards 
• Dex Drive Lid 
Sticker 


#27 • 10/99 • $7.99 


#28 * 10/99 » $7.99 
• Resident Evil 3 
review, maps and 
secrets! 

Holiday Buyers 
Guide! 





(price includes shipping and handling) 


Back issue onoens oniy) 





#18, 2/99 • $7.99 

- Silent Hill 
walkthrough 

- Tomb Raider 3 
secrets 

» Metal Gear figures 


#19 • 3/99 • $7.99 
» Legacy of Kain: 
Soul Reaver 

- Silent Hill walk- 
through, part 2 

* Street Sk8ter 


#30 • 10/99 • $7.99 
» Game Of The Year 
* 150 Codes for 


games like Medal Of 


Honor, WCW 
Mayhem, and Tony 
Hawk Pro Skater 


JUST DIAL 


PSM OPERATORS ARE 
STANDING BY! 


111 


Own a complete collection of PSM! Strike a 
Шоу e duse and AD pendence by buy- 


alleen of the best PlayStation 
ver! js rry, before they sell out! 


#12 • 8/98 • $7.99 
• ЕЗ 98 Report 
 Мем/ Sony РРА 

= FFVIII First Look 
PLUS Ninja Poster 
from Eidos 


#13 • 9/98 • $7.99 

» ТАШ Guide 

» Parasite Eve, pt. 1 
“МН. Xtreme Guide 
PLUS Gold Smiley 
Lid Sticker 


#20, 4/99 • $7.99 
• Wipeout 3 
preview 

• Silent Hill walk- 
through, part 3 

• Gran Turismo 2 


• Street Fighter 
Alpha 3 strategy 
• PlayStation 2 
revealed! 

» Dino Crisis 


• The Ultimate ВРС 
Issue! 

-Р52- 7 Hot New 

Games Previewed 







Questions? 











ШАЛ ANSWERS. 





йына ашшы ee ae ИРЦ 





PREVIEWS, REVIEWS, AND ALL THINGS PLAYSTATION 2. 








From the makers of PSM comes the comprehensive 
guide to the most powerful console system ever. 











On newsstands, June 27. [imagine 
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COMING NEXT MONTH 1N ISSUE 24 OF РУМ 
yStation Magazin | 





EXPLOSION 
ү, ote 


n 









TOKYO GHME SHOW MADNESS! 


191 ) 








Before we go, here are some 7, ететш sor 
parting shots of the PSM x 
staff, doing what they | 


do-best — goofing off. 










> Here's our intrepid PSM commando team, 
synchronizing their watches before hitting 
the streets in search of PS2s. 






7 Oh no! Another Eugene Fan Boy tracks down 
the great one to ask for an autograph, Luckily, 
Eug was carrying his pepper spray! 















yes, that is 
Randy... 










А Bill finally gets his revenge 
on this bald orange guy... ten 
rounds from 51 feet! So now 

who's laughing? 


» When Eug finds an after- 
shave lotion he likes, he usual- 
ly stocks up on it. 


4 Chris meets a PSM 


fan, who preferred to 
stay anonymous. 
Somehow, it figures... 
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THEY DON'T FORGIVE: т 
AND THEY DON'T FORGET, | 
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i " Ё Race as ог against McGrath, В 
The only game with 10-time - 2 16 Supercross stadiums and 5 
Button, Dowd and other Н Competitions exclusively 
Supercross Champ Jeremy McGrath superstar riders licensed Motocross tracks featuring Travis Pastrana 


EVERYONE 





NINTENDOS? 
Sega GAMEBOY 


€ Dr&amcast. ы coor ТМРС 





—— ]— € 


Jeremy McGrath Supercross™ 2000 8 © 1988 Acclaim Entertainment, Inc. АП Rights Reserved. "No Fear’ Ф is a registered trademark of No Fear, Inc. "Genocide" performed by The Offspring, From the album Smash. Courtesy 
Epitaph. (P) 1984 Epitaph. Used by permission. All rights reserved. Published by Gamete Music (BMI). Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES, LTD. 
All Rights Reserved, PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the "М" Logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Game Boy 
апа Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. Licensed by Nintendo. Screen shots shown were taken from the Nintendo 64 version of the video game. 
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= бө Please enter my subscription to 

PSM: 100% Independent PlayStation Magazine. 
"| receive 12 issues for only $12 - just $1 an 
issue - and ІЛІ save 80% off the cover price! 


NAME (Please Print) 
ADDRESS 


CITY/STATE/ZIP 45406 


[ Bill me later 0 Check enclosed 


Offer good in US only. Cover price per issue is $4.99. Canada: US$26 
(includes GST). Foreign: US$39. Prepaid in US funds. Please allow 6-8 
weeks for delivery of first issue. 
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People interested in helping out in any capacity, 
please visit US at те тотад5.сот. 
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аманаб ће tion ће publishers themselves: 
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